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Falcon 4.0™ The 
World's Finest Flight 
Simulation. 




"Because of its persistent drive for accuracy 
Falcon 4.0 provides a closer than ever 
before impression of what it is actually like 
to fly a modern jetfighter." 

fe.. 

Gaming World 

This is the new benchmark in flight simulation technology. Pilot 
tested for accuracy, Falcon 4.0 models the Block 50/52 F-16C; 
the most versatile and unrivalled production fighter in existence. 
Master the F-16C using numerous training missions that range 
from the 'basics of flight' to 'advanced dogfighting' and combat 
over the Korean Peninsula in real-time dynamic campaigns. 
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checks and promise that such a 
problem will not arise again. To 
ensure the CD is fully protected 
against ail known viruses, each CD, 
starting with this month's, will carry 
an anti-virus program. You'll find 
instructions on how to use this 
within the Disc Directory. 

Here you'll also find details on all 
the stunning playable demos we have 
on this month's coverdisc. Our 
exclusive Caesar III demo is pick of 
the bunch, although the Superbike 
World Championship demo comes 
highly recommended. Also on this 
month's packed CD, you'll find 
playable demos for People's General, 
European Air War and V2000. 

Inside the magazine we have an 
exclusive up-close and personal 
preview of Tomb Raider III: The 
Adventures of Lara Croft. We chat 
exclusively with the development 
team to find out exactly what they 
have planned for this certain chart- 
topper. Also previewed are 
Carmageddon 2. Heavy Gear II, 
Interstate '82 and Heretic 2, whilst 
up for review we have Star Trek: 
Klingon Honor Guard, Newman Haas 
Racing and Superbike World 
Championship - a veritable 
feast of great games 
for you to gorge 
yourself upon! 


et me begin by expressing 
UPC's sincere apologies to 
anyone who bought Volume 
two. Issue two of the magazine, and to 
all of you who wanted to buy the issue, 
but couldn't. As many of you are already 
aware, the ULTIMATE CD covermounted 
with this issue was infected with the 
CIH virus. Although treatable, this is a 
particularly nasty virus, and so the 
decision was made, in the best interest 
of all our readers, to withdraw the 
magazine from sale. 


Each month the 
ULTIMATE CD must pass 
rigorous virus checks 
before it is covermounted 
Unfortunately the nature 
of the CIH virus meant 
it slipped through 
undetected. We have now 
put in place tighter 
security 
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GAME OF THE MONTH 


Chris’ Fave... 

My favourite this month has to be Klingon Honor Guard. With 
great enemy A1 and so many great little touches that I 
could never list them all. this has restored my faith in the 
genre of first-person games. Although it uses the same 
engine as Unreal, this is more than Unreal with bells on and 
vastly improves on said game. Buy it now! 


Simon Comments... 


Being a fan of Interstate 16. the game which caught my eye 
this month was definitely Interstate '62. which although still 
quite a way from completion, looks to have huge potential. 
Now there's the option to jump out of your car. hijack other 
vehicles and blast enemies using a huge selection of 
weapons. And. of course, when the game is finally released, 
its multiplayer options will surely be worth checking out. 
The full preview can be found on page 46. 


Dave’s Choice... 

Well it has to be a choice between MIA and Warzone.- 2100. 
MIA was a great laugh - I spent ages racing through the 
first two scenarios. Everyone else reckons it’s just too 
easy, but what do they know... As far as Vlarzone goes, 
then that must have been the most enjoyable usage of time. 
Even if it was just to waste time designing wacky new 
vehicles that weren't going to be of any use. 


Miles Reckons... 

Superbikes is really good, but if it was up to me. my game 
of the month would have to be Sensi Soccer 98. 
Unfortunately it missed our review deadline by one day. so 
I’ll save that till next issue. Other than that most of my 
time this month was spent careering sideways through 
forests in an RS Cosworth with this Jock geezer yarning on 
in me ear. Yep. Colin McRae Rally is definitely the pick of 
this month’s reviews for me. 













start the madness at www.microsoft.com/uk/gameszone/ 


Slick stunts and sick crashes. 

16 get-some-serious-air stunts, like 
the outrageous Heel Clicker and 
insane Nac-Nac. Loads of notify- 
your-next-of-kin wipeouts. Anyway 
you land It, you’ll be a crowd favourite, 


What makes a phat ride? Physics. 
Separate physics models for rider 
and bike mean you can puli wheelies 
out of the gate, dive into hairpin 
turns, and showboat during your 
Big Kahuna stunt. 


Choose a track. Or not. Over 30 
tracks. Including Supercross, 
Nationals, Baja, and the dreaded 
Stunt Quarry, plus off-track terrain 
that’s so hairy you may find yourself 
saying, “Track? What track?” 


Boredom is a four-ietter word. 

You’ll constantly admire the mind- 
messingly photorealistic environment, 
whether you’re face-down in the dirt 
or 20 feet in the air. And keep it all 
fresh with a built-in track editor and 
8-person multiplayer capability. 


Available at Dixons, Electronics Boutique, Game, HMV, PC World, Software Warehouse, Virgin and other leading retailers. 
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FRONT LINE^ 

Industry giants. Electronic Arts this month announce their takeover of what must be the 
best purchases in the business, Westwood Studios. 


Games Giants To Command New Titles! 






I lectronic Arts, the major 
player in the computer gaming 
I world, have expanded their 
empire with the acquisition of probably 
the most desirable development studios 
currently on the market. Westwood, 
previously a part of the Virgin stable, is 
the home of the blockbuster Command 
S Conquer series, along with the Dune 
and Lands of Lore titles. 

Westwood have a wide range of new 
games coming soon from 
each of these franchises, 
so it was always 
important for the former 
Virgin stalwart to find a 
new stable quickly. Now 
with so many major 
companies under their 
huge wing. Electronic 
Arts could soon become a 
case for the Monopolies 
and Mergers commission! 


They have spent $122.5 million to get 
hold of the Westwood brands and titles, 
a snip at half the price, and the deal 
should have concluded smoothly by the 
end of the year. 

Both of the founders of the 
company. Sperry and 
Castle have signed 
five year 
employment 
contracts with their 


new paymasters, so we’re sure they'll 
remain in their palatial Las Vegas homes 
and continue producing some of the best 
PC games available. Unfortunately this 
deal will leave Virgin Interactive with very 
little in the way of strong titles. 


WITH WESTWOOD ON THE VERGE OF RELEASING SOME OF THEIR BIGGEST TITLES TO DATE THERE WAS MQ BETTER TIME FOR EA TO POUNCE . 
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I AM ONE WITH THE CROSSHAIRS 


I TORCHED A TAERKAST BIPLANE 


I KNOW HOW TO DEFEND MY HOST STATION 


I AM A FORCE TO BE RECKONED WITH 


.UQDaoeoac 


DESTROYEI 


LDINGSINMYWAY. 


I HAVE THE FIERCE AIR FORCE 




f X 


Hey hot shot, you’re dead because you didn’t think. 
To save the Earth in Urban Assault" you must manage your resources, 
upgrade your technologies, control your squadrons, and deploy your 
troops using an interactive map. All this at the same time you’re 

shooting everything in sight. 





It’s the perfect blend of action and strategy that you can make even 
more challenging with multiplayer capabilities. So use that gray 
matter. Oryou’ll lose it. Think yourself oVerto 
www.microsoft.com/uk/ganieszone/ 

INTERNET GAMING 

. .ZONE 

TE rI^ATOOLS 

Computer Graphics Solutions play it on zone.com 


I 


Available at Dixons, Electronics Boutique, Game, HMV, 
PC World, Software Warehouse, Virgin and other 
leading retailers. 


Where do you want to go today? 


Miaosoft 


©1998 Microsoft Corporation. All rights reserved. Microsoft and Urban Assault are either registered 
trademarks or trademarks of Microsoft Corporation In the U.S. and/or other countries. 






TEAM 17= RISING FROM THE FIRE _ 

Team 17 UK publishers and developers of the classic Worms 
2. announce the development of a new title called Phoenix. 
The game is an impressive looking 3D space shoot-'em-up 
set in a troubled galaxy some time in the future. As police 
officer Beck, players work through 70 or more missions. 

The 3D engine is being developed in-house providing cool 
lighting effects, impact dynamics and damage. 




With a Vengeance _ 

Role-playing games are definitely back in fashion, and 
GT Interactive have something new for fans of the 
action/adventure genre. Dark Vengeance will allow 
players a choice of ten different characters, including 
magicians, gladiators, warlocks and barbarians. The 
game will include 20 single-player missions with all 
manner of tasks to complete. 


COMING SOON... 


Need For Speed III 


lallthough Need For Speed 
will offer very little in the way 
of new features, it is still 
looking very impressive, with a 
smoother engine and 
accelerated graphics options. 
The title will still feature Hot 
Pursuit-siy\e chase scenarios 
and, although it may not be 
anywhere near as cool as the 
new Interstate 82 game driving 
our way next year, it still looks 
to be well worth checking out. 
Need For Speed III has all the 
credentials to a big, big seller, 
especially if they can sort out 
the handling and backgrounds 
in time for release. Drivers, 
start your engines in the very 
near future! 




FLIGHT 

TAKES TO 

n ooking Glass are back with 
what they reckon will be the 
flight sim to knock Microsoft 
off their coveted top spot, with the 
third instalment in their acclaimed 
Flight Unlimited series. 

The company plan to use next 
generation technology to provide a game 
with superior graphics and physics 
compared to anything else currently in 
the PC air! The new game is going to be 
co-published by Electronic Arts, as they 
move ever closer to dominating the 
entire games industry. However, at the 
time of going to press, we don't know 
whether Eidos' contract ran out or it 
was bought off them. 

Flight Unlimited III is said to have 
photo-realistic terrain, all based on 
high-tech satellite data. There will be 
plenty of picturesque and varied 
scenery, although this time they have 
opted for the Seattle area instead of the 
San Fransisco Bay. 

Pilots will have the opportunity 
to fly from the snow-capped peaks 
right through to the coastlines, but 
we reckon they may as well have 
gone for something a bit more 
global. After all, will it appeal to 


many people outside of America? 

There are going to be five new 
aircraft, including one of those little 
corporate jets, also the weather 
conditions will play a large part in 
the new game, and for the first time 
animated ground vehicles should 
make the flying experience just that 
little bit more real. 



UNLIMITED III 

THE SKIES 



I THIEF 






W, 





3 











I As you may have already gathered from the no-nonsense title of this new game 
from Eidos. Thief centres around a historic drama about a master robber and his antics 
as he gets caught up in some major heists. A nasty bunch of guys have picked on our 
new hero and he must try to track down a number of very rare items, including an 
object called The Eye. Swords, skeletons and other tom-foolery are part and parcel of 
this potentially classic new title. 


V. 


.f 
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KNOW WHERE TO PLACE MY HOST STATION. g _ i * P 11 
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I KNOW WHICH SECTORS ARE SECURE. 


I’M BEING SMART ABOUT MY MOVES. 


Use your map to deploy your troops and jump 
Into any of 15 different types of vehicles. 


Create your squadrons and set their level of 
aggressiveness3toUl^nd, attack, or raid. 


Battle 5 unique alien and human 
enemy races. 


Hey mastermind, you're dead bedluse you didn't get your hands dirty. 

In Urban Assault" you Tiave to battle on the frenzied front lines at the same 
time you’re strategizing the entire war. Of course, your years studying at 
military school will come In handy, but to win, you better warm up that trigger 

finger. Shoot your browser over to www.microsoft.com/uk/gameszone/ Available at Dixons, Electronics Boutique, Game, HMV, PC World, 

Software Warehouse, Virgin and other leading retailers. 




^Tgjnj^NG whfitl ^o you to go today?’ #W» 

TE R'tVATOOLS ©1998 Microsoft Corporation. All rights reserved. Microsoft and Urban Assault are either registered 

Computer Graphics Solutions piay't on zone.com trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. 






















BLACK ISLE STUDIOS START NEW RPG _ 

Black Isle, the new RPG section of Interplay, are hard at work on a 
new role-playing game to be called Planescape Torment. The title 
will be the first ever computer RPG set in the Advanced Dungeons & 
Dragons world of Planescape. Black Isle are using the Baldur’s Cate 
engine to drive the game, so they expect it to look pretty stunning. 
Torment looks to have a similar storyline to Sanitarium, where the 
lead character has amnesia and must search for his own past. 




MING SOON 


Mindscape Return Fire 


V2000 


Ithough a very old-fashioned style of ganne, 2D strategy games still 
seem to be popular with developers, even in the face of their 3D 
counterparts like Battlezone and Command and Conquer. To be fair 
though, People's General could eventually be one of the better games of this 
type when it's finally finished. 

Based on a fictional war between China and NATO, you are pitched in 
several confrontations between the sides and can even attempt several 
campaigns. One of the more interesting aspects of this game will be the 
prestige points that vary depending on your success and allow you to call up 
limited numbers of reinforcements or air strikes. There is a definite need for 
strategic thinking as well, due to certain troop types being adept at certain 
situations. Infantry, for example, are highly effective in built-up areas and 
can only be dug out when completely surrounded or bombed into submission 
- if tanks are sent in against them it's very likely they'll be driven back. 
Likewise, tanks are most effective in open areas, susceptible only to air 
strikes. This calls for an awareness of your troops' strengths and 

weaknesses when pitting them against the enemy on the gorgeous pre¬ 
rendered backgrounds that form the battlefields in a game that could 
well prove to be a pretty good little title when it's released. 


PHOTOGRAPHIC BACKGROUNDS BY THE PLFNTY PfOPtF'S EFNFRil 


liJe can now say we have 
actually received playable code 
for V2000. the eagerly 
anticipated and long awaited 
sequel to Virus from the 
eighties. As you can see, 
graphically the game is leagues 
above the original, but as far as 
gameplay goes we can expect 
more exploration, inhabitant 
rescuing and monster bashing, 
all in a luscious environment. 

The game has some of the best¬ 
looking water effects, lighting in 
any game. Playing about in the 
craft seems fun; it hovers 
about and is a bit difficult to 
handle, but with technology 
that can be researched your 
craft will be well armed quite 
quickly. OK, V2000 is not going 
to be a monster-bashing Quake 
II but it does represent an old 
idea renewed for the nineties. 
Dave Braben should be proud. 
Expect to see a full review in 
the next issue. 


200,000 
situps 
540 miles 
in full 
gear... 


101st Airborne 
in Normandy 

June 6, 1944: 

The eve of D-day, 
troops of the 101st Airborne 
were ordered to parachute 
behind enemy lines 
and stop the German 
re-inforcements from 
reaching the 
beaches of Normandy 
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AGF OF EMPIRES 2 DELAYED 

It seems like ages since the release of the original Age Of Empires back in October last 
year. Probably Microsoft’s best game to date has been a massive hit in the strategy 
sector with its excellent graphics and impeccable realism. Unfortunately, we have been 
told that the much-anticipated sequel, due for release this month, has been delayed - 
tweaking by all accounts. So maybe don’t bother putting it on your Christmas list! 
However, you should be able to get the add-on pack! 



POLICE BRUTALITY! 

L.A.RD. 2100 AD 



I et in 21st Century LA. this new title from EA will pit you as a single police officer against the 
armed gangs that control the city. Fortunately you’ll have more than a truncheon at your 
I disposal, including an experimental hovercraft that can transform into a mechanical walker and 
more than thirty weapons such as plasma missiles, mines, the lot. Surprisingly you are given permission 
to unleash destruction on LA's streets while trying to kill these gang lords, resulting in lots of pretty 
light effects and big explosions as buildings get caught in the cross-fire. Although there will be only 
twelve levels. EA are including split screen action for two players, in either head-to-head or cooperative 
law enforcing. Although shaping up to look very impressive. /..A.P.D. 2100 AD will have to wait for 
ULTIMATE PC to pass sentence on whether it's actually any good or not. 



NUT RFAilY n-POLICE BUT ELECTRONIC ARTS ARE AT LEAST MOVING INTO NEW GAMING TERRITORIES WITH THIS LAW ENFORCEMENT TITLE 


Abe's Exoddus Arrives 

t last GT provide us with some images from one of their most anticipated games of next year, the sequel to 
that classic platform game Abe's Oddysee. The new title, Abe's Exoddus will feature more levels, characters 
and movies than the successful original with equal amounts of that distinctive humour. The new game is 
much more like the game Creatures, where the characters have personalities and a life of their own. including flatulence 
which Abe can use to a new advantage! 

The game will continue where the last left off. Three ghostly Mudokon Spirits have appeared to Abe in a vision asking 
him to visit the City of the Dead, where zombiefied beings are taking over, holding the Mudokons prisoner. The new 
problem is an addictive drink called SoulStorm. Abe must destroy this brewery and rid the city of the evil Glukkons. 

The game is looking as good as the original, with interesting levels and plenty of new worlds to explore. Good to see 
Abe back in business, and we don't reckon there has been a better platform game for the PC since he left! 





101st Airborne 

■ -.s. . 

in Normandy 


lOlst Airborne in Normandy, 
you lead a group of 
18 paratroopers through 
multiple campaigns and 
combat engagements 

in this gritty 

strategy simulation 


empire 


ALL THESE ABES MUST BE LEAVING SOMETHING BEHIND THEY MUST BE WALKING AWAY FROM SOMETHING - IT’S AM ABES EXODllSL 


\TOr\Af.em pi lestiategy.co. u k 
tel: 0181 343 9143 
























SPORTS DESK 



FIFA ’99 


The first screenshots from Electronic Arts' 
eagerly-awaited FIFA '99 have finally surfaced 
and clearly show that EA are not resting on their 
laurels after the success of World Cup '98. Having 
been heavily criticised for releasing World Cup '98 
so soon after FIFA: Road to the World Cup, 

Electronic Arts are keen to make good any ill- 
feeling with this latest incarnation of the long- 
running FIFA series. Although World Cup '98 still 
looks breathtakingly gorgeous each time you 
take to the field, the graphics are nevertheless 
being completely overhauled to make those in 
FIFA '99 look even more impressive. The 
gameplay is not being so drastically reworked, 
but there will be the odd bit of tweaking as EA 
look to create a game that looks as good as it plays. As you can see from these first screenshots, they seem to be halfway 
to completing their goal, but we'll have to wait until the end of the year to see how they fare with the other half. 



Player Manager Season 98/99 

After several years on the sideline. Anco are planning a fight back for their Player Manager game. Two years in development. 
Anco are confident that this latest version of the Player Manager series is the best yet. and the game is poised to take on 
Championship Manager in a fight for the football management sim crown. 

Despite the name, it seems that Player Manager Season 98/99 will not actually allow players to participate in each of the 
matches themselves, unlike previous versions. They will, however, be able to watch each match in full 3D. 

EA's recent deal with the Premier League led to fears that other football management games wouldn't be able to use 
the real teams and players from the Premier League. These fears seem to have been unfounded, and fans of the genre will 
be pleased to hear that P/ayer Manager will have all the real teams from the top English divisions, with all the latest 
transfers and accurate player stats. 



Michael Owen's World League Soccer '98 

English football's most tantalising prospect and most commercial 
property is set to make his first appearance in a video game with the 
announcement that Liverpool's Michael Owen has signed a deal with Eidos to 
endorse their follow-up to World League Soccer '98. The Silicon Dreams 
developed title is to be titled Michael Owen's World League Soccer '99, and the 
young England star will appear on the packaging and in an advertising 
campaign, and it's expected that he will appear in the game too. We'll have 
more news for you soon. 
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Shot 

dead 

before he 
even hit 
the 

ground. 


lOlst Airborne 
in Normandy 

From the barracks 
to the battlefield, 

you will command 
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Ufc)i Soft 

ENTERTAINMENT 


UbiSoft Entertainment Limited, Vantage House,1 Weir Road, Wimbledon, London SW19 8UX. 


llHima Offline - 

A few of the members of Origiifs Ultima Online and Ultima Online: The 
Second Age development teams have left the company to form their 
own development company. Wombat Games. Wombat's main focus will 
be on multiplayer online games available to as many people as 
possible. At the moment the new company are hunting a UK publisher 
to put out their products, but we don't expect to see anything from 
them until next year. 


THE MOVIE 


ast month we broke the news of Westwood’s drafting in of major 
Hollywood actors for their new game, Tiberian Sun. We are now 
informed that this is a move towards creating a full length feature 
film of the Command and Conquer series. 

Westwood Studios’ senior producer Donny Miele is supervising the 
adaptation, which could either be a massive hit or just a cult cop out - 
although the standard of game-based movies seen to date does not auger 
well. The question now is, who’s going to be in it and what exactly are the 
roles they’re going to play? James Earl Jones and Michael Biehn are names 
currently being touted, but as yet nothing has been confirmed. Don’t worry 
though, we’ll keep you posted on any developments. 

The movie version will tell the story of a futuristic, high-tech world in 
the midst of war (hmm, never heard that plot before). By all accounts, 

CSC won’t be the only Westwood title to be taken to the silver screen, so 
expect a steady stream of rumour and misinformation over the 
forthcoming months 


TIBERIAN SUN WILL FEATURE SOME FAMOUS ACTORS IN ITS INTRO SEQUENCES AND THERE ARE 
NOW PLANS FOR.A.FEATUR.E-FILM 


Tel: 0181 944 9000 Fax; 0181 944 9300, e-mail: general@ubisoft.co.uk. http://www.ubisoft.co.uk 


© Gaumont 1998. All Rights Reserved. 






























In our new section we bring you all the hottest gossip and speculation 

surrounding the world of PC games. We've also got the latest charts and our 
recommendations for great titles that are on the shelves now. 


Rumour Mill 

nother busy month for us. and the rest of the industry we gather. Lots 
of things happening, new games arriving on the scene, and many games 
failing to show as we near closer to Christmas. Daikatana, Ion Storm's 
first release proper, has - you guessed it - been pushed back again, along with 
Eidos' other main title for next year, Omikron. We now don't expect to see 
Daikatana until the new year, and as for Onnikron, well, next summer will be 
hopeful. If Ion Storm leave it any longer to get Daikatana out they may well run 
into trouble from Eidos. We already reckon they had to knock out the under¬ 
nourished Dominion just to keep their publishers happy and give them some 
return on their hefty investment. Let's just hope they don't throw out any more 
under-cooked products before Christmas. 




Space Bunnies Must Die look like they have - died, that is! Take 2 Interactive 
now say they are not publishing the title, so whether the game will be totally 
canned or not is unknown at this time, but we do know that we won't see it until 
next year for sure. Talking of 
canning. Blizzard have decided to 
scrap their adventure title 
Warcraft Adventures, not because 
of the genre or because the 
Warcraft series has had its day: 

"The cancellation of Warcraft 
Adventures does not signal the 
demise of Azeroth. We have every 
intention of returning to the 
Warcraft world because there are 
still chapters to be told", said 


AFTER HOURS - WARZONEr 2100 

n his month we had the pleasure of playing the first available code of 
Eidos new real-time strategy title along the lines of our favourites. 
Wargames and Total Annihilation. We have been playing the single player 
mode and the network game, which though it wasn't running in glorious 3DFX 
mode, still provided some serious post-6 O’clock gaming. The main exciting 
characteristics of this new game are the excellent 3D engine with full 
panoramic camera view and the ability to research new technology and 
implement it into up to 4000 different types of machines using your designs. 
As if just playing wasn’t going to be enough to keep us in with pizza. 




SflFCr BfKf 




" earing a startling similarity to 
the ground-breaking Battlezone. this 
game at first looks like its inferior 
little brother, almost like a Quake 
II/Battlezone hybrid. With almost 
everything being viewed from a first- 
person perspective, the action perhaps 
has more of an arcade feel than 
strategic slant. It’s only when you get 
under its skin that this game grabs 
you by the throat and doesn’t let go. 
constantly throwing up bigger and 
badder aliens to confront. And 
although perhaps a little lacking in 
actual strategy, this is so frenetic 
you’ll forgive it for its faults. 


■ aking the classic Elite into the 
nineties. Hardwar is a fine exponent 
of the open-ended game, where it’s 
up to you to decide the speed of your 
progress. Set on one planet, this game 
is still large enough for you to fly 
around in. and it even offers several 
different career paths for you to 
take, from being a pirate to a space- 
age equivalent of a long distance 
lorry driver. With hundreds of 
different missions and an ongoing 
story that slowly unfolds, this game 
is perfect for those fed up with 
games that simply shepherd the 
player from one set-piece to another. 


> his is without doubt one of the 
best racers in its class, the Formula 
One of motorbike simulators. 

Featuring the best eight teams and 16 
top riders recreated in immaculate 
detail, as well as all the tracks in 
the 1998 championship, this racing sim 
has all the hallmarks of a classic. 
Although analogue control is 
recommended due to the difficult-to- 
master controls, this game definitely 
looks and feels like the real thing - 
even the replays and crashes are as 
spectacular as those on TV. 


^ t must be that time of year, as 
another of this month’s recommended 
games involves motorbikes. Although 
it’s not as realistic as Superbike World 
Championship above, this game has 
the potential to appeal to anyone with 
a PC. With four separate game modes, 
from a world championship to a ‘Stunt 
Quarry’ where you can simply ride 
around and try pulling stunts that are 
as outrageous as possible, this game 
has plenty to offer the budding racer. 
Another plus point of this game is the 
great feeling of speed. 


I ULTIMATE PC | Issue 15| November '98 
































Blizzard in their 
announcement to 
gamers who sent a 
petition to the 

company over the past weeks. 
Maybe they just realised it was going to 
be cack, and good on them - that's one less rank 
game we have to review! 

With the Sin demo already out, it shouldn’t be long until the game comes in for 
review. You can’t fault Ritual Entertainment for their productivity: they have 
already announced 2015’s add-on. but now. in their most recent press release, they 
dropped any mention of Sin 2. More on that as we get it. 

Looking at the state of the charts this month, we see that Commandos has 
taken back the number one spot from the film-hyped X-Files, which has now 
dropped down to number two. Other than that, no major newcomers to the chart. 
Spec Ops arrives just outside of our Top 20. in at number 23. Major movers this 
month include Civilization 2, up again into the top twenty, and whether it was 
because of our mention last month, but Forsaken has jumped up ten places to 
number thirty. A fickle world, for sure! ■ 



A.W.0.L-HALF-LIFE _ 

O he greatest game of all time is taking more than just its half-life to finally arrive. 

Since we first began our coverage of Half-Ufe we've eagerly awaited the reviewable 
version. However, there has been no news recently on Valve's potential (hiake-beating 
first-person shooter. The only reason we can think of for the delay is the AJ. plus maybe 
a few of the levels are still being play tested. 

Valve have been claiming their AJ. is going to be the best ever, with enemies that 
will actually hunt you down rather than simply stumble into you like some drunken fool, 
looking for a scrap on a Friday night. We shall be lucky if we see the game before 
Christmas now. but you can be sure you will know the score either way in UPC very soon. 



STILL NO SIGN OF HALF-LIFE. IT SEEMS AGES AGO SINCE WE FIRST SAW THE TITLE. HOPEFULLY 
WE SHOULD SEE SOME PROPER PREVIEWABLE CODE AFTER ECTS. BUT DON'T BANK QRJl 


CHARTS 

TOP TWENTY 


1 


Commandos: Behind Enemy Lines 

Eidos Interactive 

X-Files 

Electronic Arts 

Premier Manager '98 

Gremlin 


4 World Cup '98 

EA Sports 

5 Titanic: Adventure Out Of Time 

Europress 

6 . International Cricket Captain Empire 

7 . Unreal GT Interactive 

8 ..... Dungeon Keeper Electronic Arts 

9 ... Championship Manager '97-'98 Eidos 

10 . Command & Conquer; Red Alert Virgin 

11 . Worms 2 Team 17 

12 . StarCraft Cendant 

13 . Ultimate Soccer Manager '98 Cendant 

14 ... Microsoft Flight Simulator '98 Microsoft 

15 . Command & Conquer: Covert Ops Virgin 

16 . Civilization 2 Microprose 

17 . Grand Theft Auto Take 2 

18 .. Final Fantasy VII Eidos 

19 . Theme Hospital Electronic Arts 

20 . Quake II Activision 


This month’s Top 20 
games. Compiled by 
y ELSPA and in conjunction 
with Chartrack. 


Each month, thanks to GamePlay. 
one Ultimate PC subscriber will win 
the top five new PC games. 



BUDGET TOP 10 


1. Tomb Raider: Unfinished Business!... 

2, Theme Park„ 


...Eidos 



This Month's Winner: 
Chi. K. Wong. Manchester 


3. 3D Pets: Volume 3... 

4. Carmageddon.. 

5. Duke Nukem 3D . 

6. 3D Pets: Volume 1.. 

7. Quake... 

8. Dungeon Keeper. Deeper Dungeons. 

9. Championship Manager 2 96/97.. 

10. Dragon Dictate Solo. 


...Electronic Arts 
...Neechez 
,..GT Interactive 
...Eidos 
...Neechez 
...GT Interactive 
...Electronic Arts 

..Eidos 

...GT Interactive 


ULTIMATE PC’S CHARTS ARE SPONSORED 
BY MAIL ORDER SPECIALISTS GAMEPLAY. 
TEL: 0113 234 0444 



trademarks of Sony Computer Entertainment Inc. 

or .B, and 1990-8 Psvonosis Limited. All riohts reserved. 
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I Breaking News 



Building upon the success of Interactive Magic's empire building game Seven 
Kingdoms, Trevor Chan has sought out perfection with a sequel to this wildly 
popular real-time strategy - Seven Kingdoms II. 



SOMEHOW I OON'T THINK THESE TWO 



CHAPS STAND A CHANCE. DO YOU? 


has its own particular 
strengths and 
weaknesses. For 


example, the Vikings 
might have the most 
crushing blows, but they 
are also the slowest. 


the Greeks have 


the fastest but 


weakest blows. 


I f you are at all familiar with 
the first installment you will 
I immediately recognise the 
medieval fantasy world that harvests 
monsters, mythical gods, and warring 
(Chinese, 
Mongol, 
Roman, Greek, 
Carthaginian, 

Egyptian, Persian, Indian, 
Viking, Norman, Celtic). 
Unlike Civilization, each 
of these nationalities 


nationalities will be four unique set 
architectures, including new buildings 
like war colleges and stables. Each of 
the cultures will have one basic unit and 
one cavalry, increasing the total number 
of human military units that you can 
control to an impressive 24. 

As in Seven Kingdoms, your ultimate 
goal is the elimination of the Fryhtans 
and total world domination. Although it 
is indeed a noble goal, it is also shared by 
many other human forces, and alliance 
with these forces is necessary for you 
to attain it. In addition to diplomacy, 
your trade, espionage, people and 
resource management skills will have to 
be perfected unless you enjoy being a 
subject instead of a king. 

Seven Kingdoms II brings to the 
strategy table an all new 3D terrain 
engine, additional cultures, new 
technologies to research, a random 
campaign generator, additional role- 
playing elements, the ability to play as 


Fryhtans, new architectures and 
improved graphics. Seems like Mr. Chan 
has been busy! The release of Seven 
Kingdoms last holiday season garnered 
numerous accolades ranging from 
"Editors Choice" to "Game of the Year." 
This fortified Mr. Chan’s staying power 
as someone who can consistently 
produce high-quality and creative real¬ 
time strategies. So much for Capitalism 
being beginners’ luck! 

The new breed 

One of the most exciting new features 
of Seven Kingdoms II is the inclusion of a 
random campaign generator. What many 
of the recent real-time strategy games 
on the market lack is replayability, 
resulting from their pre-scripted 
campaigns. Seven Kingdoms II solves 
this problem by taking a very different 
approach. In every game the role-playing 
and strategy elements will all be 
randomly generated, ensuring that each 


































Breaking News | 



SEVEN KINGDOMS 11 FEATURES AN ALL NEW 3D ENGINE WHICH WILL NO DOUBT EXCITE PLAYERS OF THE 
nPlRlMAI HIST inoK at the detail on both the buildings and objects, age o f empires U - PAH! 


campaign will be different. As Trevor 
Chan states. "With this, we hope to 
bring back a fine quality of strategy 
games - replayability - to the player as 
it has been seriously overlooked by the 
recent crop of real-time strategy titles 
in their single-player games." 

Not only is the random campaign 
generator a big plus for Seven Kingdom 
fans, but so is the addition of the 
enhanced graphics. In fact, many players 
stated that one of the weakest points 
of the first installment was the poor 
graphics. Dull, cartoony, and uninspiring 
were some of the descriptions given. Mr. 
Chan obviously used constructive 
criticism and made some huge 
improvements to this aspect of the 
game. These improvements can be 
attributed to the 3D isometric buildings 
and extensive uses of dynamic lighting 
and physics-based particles. Adding to 
the realism is the incorporation of a 3D 
rolling terrain engine. The game 
supports 16-bit colour mode and a 
maximum resolution of 1024x768. 

Be fryhtaned! 

If the new and improved graphics don't 
grab your attention, then the 
customisable options should. Trevor 
Chan brought customisable options to 
new levels in the 7K series. For example, 
you can choose to have the fog of war 
(limits the distance your units can see) 
turned on or off, have the Fryhtans set 
to defensive or offensive, or set the level 



of the independent village resistance. If 
you are tired of being a human, then one 
new option is to chose to play as a 
member of the Fryhtan kingdom. 
Sometimes it just feels good to control a 
legion of forbidding Fryhtans that are 
full of pure hatred. 

Returning in greater numbers are 
the evil and savage Fryhtans that derive 
pleasure from torturing and killing 
humans. Always ones to rely on their 
brawn instead of brains, the Fryhtans 
never did learn how to produce goods 
and food. Instead of killing all of the 
humans, they now keep some of the 
hardest-working alive as slaves in order 
to ensure their survival. There are 15 
types of Fryhtans in Seven Kingdoms II, 
and like the human nationalities, they 
will have their different strengths and 
weaknesses. The living quarters of the 
Fryhtans are new. highly detailed lairs, 
including the Mage Tor for casting magic 
power, and the Incubator for producing 
more weapons. As you become more 
immersed into the campaign, there will 
be plenty of opportunities to 
incorporate Fryhtans into your kingdom. 
You can hire them from inns or welcome 
their surrender in a battle. Use this 
strategy to your advantage as a way to 
diversify your military and diplomatic 
situation and increase your power. 

You must be very careful though, 
since this action can be a double-edged 
sword. If you incorporate too many 
Fryhtans into your kingdom, then other 





human kingdoms will become uneasy 
and think that you are on their side. 

This does not bode at all well for 
peaceful diplomatic relations! 

In your campaigns, if you don’t become 
proficient in the use of espionage then you 
might as well start practicing on the 
surrender button. For the beauty of Seven 
Kingdoms II is using spies to subtly take 
over other kingdoms. There are so 
many options with spying that it can be 
rather overwhelming. Some of these 
options are to cause agitation in order to 
lower the loyalty of an enemy village, 
information theft (seeing the reports 
of other kingdoms), assassination, 
creating incidents (your spy can 
produce an incident that will cause a 
diplomatic discord between one 
kingdom and another), or using fake 
skills (where your spy will show 
higher combat levels and leadership 
skill in your opponent’s information 
display). These are only a few of all the 
numerous espionage tactics that 
can be utilised over the course 
of a campaign. In fact, one of 
the most satisfying 
moments of the whole 
campaign comes when your 
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I Breaking News 



AS YOU CAN SEE. THERE ARE SOME spy is promoted within another kingdom 

to general or king, resulting in a merger 
between the two kingdoms. One major 
difference in the sequel comes when the 
player has sent a spy to a village. The 
player will only be able to access the spy 
menu from the village interface, even if 
the spy is working in a firm. This means 
that the only places a spy will reside, and 
where the player can access the spy 
menu, are in the village, camp, fort, and 
inn. As you can see, spying is an important 
skill that will help to win campaigns. 

Role play 

Linking the different campaign 
scenarios to each other will be an 
additional role-playing element. Players 
will have a maximum of 20 units to 
carry over from one campaign to the 
next. These include special items, such 
as rings that give the carrying unit the 
ability to cast spells, or special swords 
that increase the unit's combat level. 
Another role-playing element is the 



REALLY QUITE SPECIAL EFFECTS HERE 
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addition of Heros. Attaining one will not 
come cheaply, but if you have the cash 
then you can pick one up at an inn. The 
Heros will have higher than average skill 
levels, and combat levels that may even 
exceed 100. Don't ever underestimate 
the power of a hero! Some are so 
powerful that they can instantaneously 
erect a building. 

Again there will be an extensive 
training mode covering everything from 
military development to summoning 
Gods. The tutorials are very thorough, 
so it's highly recommended to play them 
all in order, to help the player 
understand the methodologies and 
interfaces of the game. For example. 


learning about economics will teach you 
to conduct international and domestic 
trade and transport raw materials. 

Enlight's website states that the 
goal of their company is to "create 
games that are not only entertaining, 
but of equal importance, enlightening." 
The Seven Kingdoms series has no doubt 
surpassed these goals, and has 
established itself as a dynasty that will 
be around for a very long time to come. 
Seven Kingdoms II, with its new 
improved graphics and random campaign 
generator, promises to give all of its 
players a first class real-time strategy 
gaming experience that they won't 
forget in a hurry. 


ith the introduction of the 
award-winning Capitalism and 
Seven Kingdoms, Trevor Chan has hit 
the gaming ground with both feet and 
hasn't stopped running. Suffice to say 
that some people thought the 
popularity and ultimate success of 
Capitalism was just beginners luck. Not 
only did Seven Kingdoms prove them all 
to be wrong, but Enlight Software has 
cemented Chan's staying power in the 
real-time strategy market with the 
release of Seven Kingdoms II. We caught 
up with Trevor to pick his real-time 
strategy brain on his latest addition. 

UPC: Seven Kingdoms has been 
compared to Warcraft II, Civilization, 
and Age of Empires. Are you a fan of 
these games? Which games have 
inspired you? What is your response to 
people who compare your game to 
Warcraft IIor Civilization‘7 How hard is 
it to be original in the real-time 
strategy market? 

Trevor: Civilization is one of my all-time 
favourites, and I also enjoyed playing 
Warcraft II. Age of Empires was 
released at about the same time as 
Seven Kingdoms was released, so I did 
not play it as much as the other two. 

When we started working on the 
game. I realised what we set out to 
create was a game that would surpass 
most real-time strategy games on the 
market in terms of complexity. The 
elegance of its interface would greatly 
affect its reception by gamers. Had we 
failed to achieve that, the complexity of 
the interface would have put most 
gamers off in the first place. So I 
figured that an interface that 
looked and functioned similar to that 
of Warcraft //would help the game gain 
popularity from gamers. 

In contrast to what most people 
might have thought. Civilization 
actually had little influence on the 
design of Seven Kingdoms. There 
have never been any attempts on my 


part to create a real-time counterpart 
of Civilization. Because most aspects of 
the design that work perfectly well 
under the turn-based nature of 
Civilization will just fall apart if 
someone attempts to port them to a 
real-time environment. It occurred to 
me that the best way to create a real¬ 
time strategy game that possesses 
the empire-building feel of Civilization 
was to forget about Civilization and 
focus on designing what one thinks a 
real-time empire-building strategy 
game should be. 

My view about comparing games is 
that it helps gamers understand a 
game that they have never heard of. 

In the case of Seven Kingdoms, when 
reviewers described it as a mix of 
Warcraft If s real-time action and 
Civilizations strategic depth, readers 
can immediately get a sense of how the 
game looks and plays. 

Given the sheer number of 
Command and Conquer dones and 
Warcraft //clones on the market and the 
serious lack of original real-time 
strategy games, it is justified to say 
that it is very hard to be original in the 
real-time strategy market. A high 
quality and original real-time game can 
easily take twice as much time and 
resources to produce than a high quality 
clone. Dungeon Keeper is one of those 
games that exemplified this. 
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[Hot Prospects 


EVIL 

As sequels qo, this should be a pretty strong one - probably because the first 

edition had limits to gameplay and animation. However, from what we 
have seen of the new game, the platformy elements have been removed and 

Turok 2 will now fall neatly into first-person shooter territory. 





A SLIGHTLY DODGY-LOOKING DINOSAUR IF WE 
EVER WE SAW ONE... WHICH WE HAVENT, SO? 


urok: Dinosaur Hunter was a 
great stab at capitalising on 
some serious Lost World vibe going on at 
the time of its release last year. The 
game wasn't affiliated with the mega 
blockbuster film at all, but the game sold 
really well anyway - although essentially 
off the back of massive N64 sales. That, 
however, may have been partly due to 
the lack of other similar game available 
on that format. But, saying all that, it 



was still a respectable PC hit, and in 
some ways was a better game in that 
guise as it differed quite considerably 
from all the other first-person titles in 
the PC market. Seeds of Evil marks a big 
leap forward for the Dinosaur Hunter 
and Iguana Entertainment, who are 
developing the title. They are planning 
great things for the multiplayer side of 
the game - something the first game 
lacked - as well as providing a 
stimulating adventure for players 
without connections to other gamers. 

Modes 

Players will be able to choose from 
quest mode for single player action or 
battle it out in 16 player deathmatch 
mode. Multiplayer will also includes team 
play games, deathmatches and an all- 
new game called 'Frag Tag.' Though we 
don't know the details of this new game 
as we go to press, at least Iguana are 
looking for new things to do with this 
lumbering old genre. 

Changes 

Iguana have also emphasised the 
improvements and advancements of 
this new game. They hope to have even 


bigger bosses (so it will still be arcadey 
in places then), new weaponry (though 
still allowing space for the strong bows), 
and improved enemy Al, graphics and 
special effects. Well, these details are 
all things that every other developer in 
the world have been adding to their 
new titles, making the most of 
advancements with accelerator cards, 
so really we should expect lighting and 
fog effects as standard from now on. It 
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Turok 2; Seeds of Evil | 


FORSAKEN __ 

n he graphics engine in Seeds of Evil is not just a spruced-up version of the 
original. wNch may please a few people. In fact it has been crafted from the 
one used in that great first-person shooter. Forsaken. Although many changes had 
to be made, you can tell that the lighting effects are of the same quality, and 
hopefully the general running of the engine will be equally as fluid and smooth. 





UNFORTUNATaY FOR ACCLAIM AND THE BOYS BEHIND FORSAKEH. THE GAME HAS NOT DONE AS WELL AS 
THEY HAD HOPED. LUCKILY. THOUGH. AT LEAST THEY HAVE ANOTHER CHANCE FOR THEIR TOP ENGINE- 


is good to see them employed to good 
effect here, though. Just check out the 
fog effects in some of these early shots. 

What's the story? 

Joshua Fireseed returns to the Lost 
Land as Turok to battle the Primagen, 
an evil force he unwittingly awakened 
at the end of the first game. We reckon 
this means less of the recognisable 
dinosaurs and more freaky-looking 
enemies, but that remains to be seen. 
By all accounts the Primagen were 
imprisoned at the core of the Lost 
Land many moons ago, and now the 



Primagen has summoned an army of 
creatures to demolish the energy 
totems that bar his escape. It will be up 
to you, Turok, to clear the mess up. 

Gritty Realism 

As with the first game, we were all 
quite impressed by the graphics, level 
design and scale of the maps, with 
plenty of underwater sections, 
woodlands and cliffs. With the follow¬ 
up even more variety has been added, 
with more urbanised area and 
certainly less primeval characteristics. 
Also the detail will be more precise 



too. Iguana are using a completely new 
geometry arrangement and complex 
texture maps to provide the vast 
variety of levels in the new game. By 
using these new methods the enemies 
are likely to look much more lifelike 
compared to the original, where 
veloceraptors would always die the 
same way and run and attack you in 
the same manner. Those days have 
long gone. Now enemies will breathe 
with pulsating stomachs, blink and 
have wrinkled skin. The collision 
detection will also be a bit better, 
apparently, with accurate recoil when 
enemies are struck, and let’s just hope 
you can shoot arms off and stuff! 

So what can we expect Turok 2 to 
be? More unreal than Unreal, more sin 
than Sin, leaving us in more of a quake 
than Quake! Who knows at this stage, 
but it must be Acclaim's big hope for a 
Christmas hit. Although with so many 
other games arriving in the genre they 
have now found themselves exploring, 
it will be a real shame if the title is 
overlooked and overshadowed by the 
imminent successes of big titles such 
as Half-life or Daikatana. Iguana may 
well be wishing they had stuck to 
more of an arcade approach, even 
though this manifestation will be far 
more impressive.* 






OH NO. IT'S THAT DODGY-LOOKING 
BEAST AGAIN. AND THIS TIME HE 
LOOKS LIKE HE MEANS BI1SIMES&- 



A major improvement over 
the original because: 

The new engine is not far off the acclaimed Unreal 
monsta', so we can expect a smooth ride for our 
money. This will allow for cooler enemies, level design 
and special effects. The less arcade gameplay will 
appeal to anyone who has played Quake II. 

Likely to be a big hit because 

It’s a sequel to a last year's monsta’. and it’s much 
better. So everybody who is anybody will already know 
about the title. The only trouble is that there is so much 
competition in the genre, and people may be looking 
for something completely new rather than a rehash. 

Anything that could be wrong 
with the game at this stage 

Not much we can see at this point in time. Some of the 
monsters don’t look that great, and the move away 
from ’real’ dinosaurs may be a bit of a contradiction 
for Turok. (Being the dinosaur hunter and all that!) 


PUBLISHER 

ACCLAIM 

DEVELOPER 

IGUANA 

RELEASE 

CHRISTMAS 

WEB SITE 

www.acclaimation.com 
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TWO COMPLETE SIMULATIONS FOR THE PRICE OF ONE! 


FREEDOM TO CHOOSE 



Authentic MiG-29 flight 
model developed vv^ith 
the assistance of Yuri 
Prikhodko, MiG-29 test 
pilot and cosmonaut 


• 3Dfx support producing spectacular terrains at 
resolutions of up to 1024 x 768 


Fly as allies or enemies in 2 common campaigns 

Fully interactive, high res, virtual cockpits 

Over 40 missions in each game 

Fly into NovaLogic's revolutionary new Integrated 

Battle Space™ and clash with other F-16s, MiG-29s, 

or even F22s, via the acclaimed NovaWorld server 


NOVAWORLD 














• Superb flight model tested 
for accuracy and refined 
by Lockheed Martin Test Pilots 








F22 Raptor owners can receive a free upgrade to Integrated Battle Space over the Internet. ©1998 NovaLogic, Inc. NovaLogic, the NovaLogic logo, 
Fulcrum, NovaWorld, IBS, Integrated Battle Space, F-22 and Raptor are trademarks or registered trademarks of NovaLogic, Inc. in the United States 
and/or other countries. Lockheed Martin and F-16 Multirole Fighter are trademarks of the Lockheed Martin Corporation and are under license to 
NovaLogic, Inc. All other trademarks are property of their respective owners. 
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Work in Progress 


Empire have a few games they are hard at work on... or we should say 

their various development teams are hard at work on. From Razorworks 
comes Apache-Havoc, and from Talonsoft, Western Front 


Players will be thrown into the action 
during World War II in charge of a full 
platoon. They then have the chance of 
promotion, beginning the game as a 
Battalion Commander and moving right 
up to General. The gameplay takes the 
form of a number of pre-set scenarios, 
along with a random battle generator so 
you can keep on playing. And if that isn't 
going to be enough then they have added 
a map editor, but hardened historic 
strategy gamers will be keen just to play 
the realistic scenarios. They won't be 
disappointed either - the scope of the 
game seems wide, following the events 
of the war right from its beginning 
through to the defeat of Berlin in 1945. 
Obviously these new scenarios will 
require new terrain types, and Talonsoft 
have risen to the challenge, adding the 


^4 




^ — Iggpjy sequel to the popular 

^ I tactical wargame Eastern 

^ Front, Western Front looks like 
t more than just the same game but 
from the other side. Talonsoft assure 
us that this campaign-based strategy 
title will be way superior. 


North African desert as well as Europe, 
including Normandy. One of the main 
improvements, though, will be the 16 
player online mode. 

Due for release before the end of 
the year, from what we have seen of 
the current material, Western Front 
looks to be a worthy successor to the 
popular Eastern Front, .u 


m 



R owan Software have a bit more 
time on their hands to get 
-things right for their new flight 
sim. Now that the game is not scheduled 


for release until the start of next year, 
they can refine ail those complicated 
controls, hyper-realistic physics 
parameters and give us some stunning 
scenery to fly over. 

The game will be set in the Korean 


they will be able to get about 50 
aircraft in the sky/on your screen at 
any one time. These craft will include 
the F86 Sabre. F84 Thunderjet. F80 
Shooting Star. Meteor. MiG 15. the A1 
Sky raider, plus a few less notable 



conflict which blew up during the 1950s. 


and this must be one of the first games 


to fill in that gap. Mig Alley is being 


designed in the usual campaign set-up. 


though it will have other modes such as 


mini-missions. single historical 


campaigns and deathmatch mode 


The gameplay will include some 


major dogfighting action - they claim 




others. The trouble is. though, you have 
to start off in the ropey old VVW2 P51 
Mustang. Props versus jets - that will 
be a tough mission! 

If you know Rowan’s previous 
flight sim title Flying Corps, you will 
be aware of the company’s attention 
to detail as regards the ground. They 
decided to use aerial photography 
from the time to recreate the 
landscape as close as possible (not 
that we’d be able to question it that 
easily). From what we have seen to 
date, things are running smoothly. 

As well as just flying the planes, 
the player will have alternative duties 
to carry out, such as planning daily 
missions, choosing the right aircraft 
for each job and selecting targets. As 
long as we get to blow up bridges, we 
will be happy. 
































■isw 


Board 


game will be the new 3D engine, 
designed apparently for low-level 
combat to provide detailed terrain. 
Players will be able to use the terrain 
as a tactical advantage, by hiding 
behind trees and in river valleys. As 
was the case with Team Apache, there 
will a range of weather conditions to 
spice things up. but the main 
attraction will be the aircraft carrier 
mission. Other than that. Direct 3D 
support should mean that every 
graphics card is covered, keeping those 


E j mpire’s other new flight sim 
' will have a lot of competition 
when it hits the shelves near 
Christmas. Mindscape's Team Apache 
is a very good game and will be hard to 
top. The difference, though, is that 
Empire's game fuses two completely 
contrasting aircraft into one game. 

You have the Apache Longbow as well 
as the Russian Mil-28N Havoc B. One of 
the main features for this innovative 


that have spent out smiling. As for 
multiplayer support, as usual there is 
room for LAN. Internet, modem to 
modem and serial connections, but we 
are unsure at this time how the 
multiplayer game will vary. Expect 
more details in the coming months. 


challenge, with plenty of new features 
compared to the previous title. 
Designed as a Cannonball Run-style 
race across the US. there will be 
sixteen cities to visit, as well as head- 
to-head Internet play, so that will be 
a development! Other features they 
are working on include ten ball 
simultaneous play and some serious 
physics details like tilt sensitivity and 
table age. All we can say apart from 
that is 'bring on the wizards'! 


W e haven't seen much on this 
new game from the guys 

-_ behind Timeshock. What we 

are after with pinball games is fast . 
action - Snappy. Snappy. Snappy and 
Big Race, the two games included in 
this title, could give us just that. This 
USA lark looks to be a bit of a 
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Sid Meier/Alpha Ccntauri 



y go where no man h^gone before! 

|ht a few minutes of SID MEIER’S precious time 
i for an exclusive one-on-one about his latest project, 

hrategy game. Alpha Centauri. Jon Evans reports... 


Best’ seemed a cruei seiection by the OJ as 
H in to life at five in the morning. I find it 

feels their best at such an unsociable hour 
Living in the West Country has many 
^^Mjjjjj^^HPPIPli^to London is, unfortunately, not one of them. 
Howeve^fBIWiaMeier. in London on a whistle-stop tour talking about his 
most ambitious project to date, Alpha Centauri, invited Ultimate PC along for 
an exclusive one-on-one. it was never going to be turned down ~ however early 
the start. Sid Meier is the man responsible for giving PC gamers more hours of 
entertainment than any other - Civilization, Colonization, Civilization II and 
Gettysburg are just a few of the classic games that the man already has to his 
credit. Can Alpha Centaur\ match the excellence of such illustrious 
predecessors? Here's what Sid Meier had to say about it 


IHC: So tell us a bit about your company, Firaxis. and Alpha Centauril 


OPC: A lot of people are calling Alpha Centauri the real Civilization III - how do you feel 
about that? Do you want A/pha Centauri to stand out as a completely new product? 


Firaxis has been around for about two years. Brian Reynolds, myself and Jeff 

i we’ve been doing strategy games for quite a number of years back to 
Tycoon, Civilization, Colonization and Civilization II, etc. In the past year 
teen a lot of real-time strategy games coming out, but not really much 
la^based strategy games, which are the kind of games we’re known for. 
^een trying to do a next generation turn-based game, not trying to do a 
l^mething we’ve done before, but rethink a lot of the parts of old games 
lext generation turn-based strategy game. 


SW: That’s the way we look at. It’s the next product from Brian Reynolds. Jeff 
Briggs and Sid Meier. It’s based on what we have done before, but also based on 
new ideas that we’ve had over the last few years. In that sense it's connected to 
previous games we’ve done, but it’s not called Civilization and it's not trying to be 
an updated version of Civilization. 


UPC: You weren’t tempted at ail to go real-time with the new game then? 
Something like Age of Empires, perhaps? 


pB worked with MicroProse for several years before leaving to set up Firaxis 
rs this your attempt at getting away from all the corporate pressure? 


Sfll; Not really. I think we pick a topic and then try and come up with an approach 
that suits that topic. So we don’t decide to do a real-time title and then look at 
what we can do with a real-time game. With Alpha we kind of said it would be 
interesting to take the world building idea that we’ve used before, but now take 
it in to the future, take it into space. When you’re talking about a game that 
involves economics, military and diplomacy, all these things working together, 
the turn based strategy really gives the player the time to think about things. 
What we found was that if you present the player with a choice to make and 
they have the time to think about it then they start to visualise in their mind all 
these 


SSI: Yeah, that was really the primary reason we put together Firaxis. We wanted to 
try and create a small group that was just about writing games, creating games and 
designing games. MicroProse is a fine company, but we wanted to get into an 
environment where everybody was a game designer, or a lead programmer, that really 
liked games, liked to play games and was really involved with games. Separating that 
from the corporate part of things, we’re really happy with things. We’re working with 
Electronic Arts - they do the sales, marketing and PR for us. things that they are very 
good at and we can focus on creating and designing games, things that we like to do. It 


start to create this whole pi c ture in t heir mind of 


kind of makes sense from a structural point of view. 


what is happening in the game and it really involves their imagination to play the 
game. Whereas in a real-time game generally they can’t be as deep because 
you’re making decisions much more quickly and you can’t take the time to 
visualise everything that's happening in the game. So we really weren’t that 
tempted to go real-time with this particular topic. I think if we’d done a 
different topic, like the game we did last year. Gettysburg, which was a 
battlefield game, it made sense to make that a real-time game. But with Alpha 
Centauri, which spans numerous years and lots of strategic options, we felt 
turn-based would give the player time to really enjoy playing the game and 
imagining everything that’s going on. 


UPC: You’re still working with Brian Reynolds - how does this partnership work? 


SWI: Well. Firaxis is not a company that’s got a lot of structure to it. We all - 
especially when a game like Alpha Centauri's getting towards the final stages - we 
all kind of pitch in and do what we can and get excited about it. In the early 
stages, Brian or I would take an idea and kind of play with it and form it into a 
playable prototype and then show it to other people and say 'this is what I’ve been 
working with, how can we add some more things to it?’ So he and I both like to 
design games and like to programme, so we complement each other by working on 
different ideas. Then, when we get an idea that is getting close to being ready to 
put the final pieces on, the whole company pitches in. 


PC: You clearly feel there's still a market for turn-based strategy games then? 
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Sffl: I think so. We've certainly been 
hearing that from our players on the 
newsgroups and at our Web site, that 
they've played the real-time games and 
whilst they're fun to play, there’s 
something different about a turn-based 
game. They’re a little deeper, there's a 
greater feeling of accomplishment when 
you finish a game and you can see all 
the changes that have happened in the 
world since you started the game. You 
feel like you’ve built something. Most 
real-time games involve things blowing 
up and destroying things. In Alpha 
Centauri you start with just a little bit 
of information and you grow, and over 
time you can really build something. You 
can build a world. So it’s very satisfying and some players like that kind of game. 

UPC: So what are the ultimate objectives in Alpha CentaurH 



Sffl: There are two ways to win the game. You can win by capturing the entire planet, 
which Is the military way. and there’s a way of winning that Involves discovering 
technologies, exploring the planet and actually learning the secrets of the planet of 
Alpha Centauri. which allows what we call the 'ascent to transcendency.' You can take 
mankind to a higher level of being. So there’s a way to win for the more military-minded 
and those who prefer technology. 



UPC; So what’s new about It? 

SUl: There are a few things that are new, that haven't been done before in this 
type of game at all. 

UPC; When you say this type of game, are you talking about Civilization HI 

SUl; I’m talking about turn-based strategy games - Colonisation. Civilization and so on. 


1 

I 



UPC; Have you been trying to distance Alpha Centauri from Civilization 111 


UPC; So you can use the environment as a weapon? 


SIU; The name Is differenti Civilization Is a trademark that •- actually there's been some 
legal problems with it ~ but it’s owned by either Activision, or MicroProse*. so it's not 
a name that we’d apply to this game. We're also not trying to make a sequel to 
Civilization, nor make a game that works in the same way as Civilization. So it’s let us 
do a lot of new things that we probably couldn't have done if we were trying to call 
this game Civilization III. or IV. or whatever. So. in a way It's really let us loose to add a 
lot of new features that haven’t been done before in turn-based strategy games. 

One of the new features in the game is called Terraforming, where in 
addition to exploring the world and discovering it, you can also change it. So. 



say you wanted to invade an island, you 
can actually build a land bridge to it. So 
using Terraforming you actually change 
the planet. This has a number of 
implications on the strategy. By raising 
up a mountain you can actually change 
where the rain falls on the planet, so 
maybe less rain will fall and less food 
will grow where an enemy base is. 


titlTOElPCai|l!«suaiSl 
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SfU; Right! It's almost like having a map editor within the game as a strategic part of it. 

UPC: So as well as economic and military strategy, there’s now land and 
environment management? 

SIU; Right! Controlling the planet and using it to your advantage is now part of the 
game. As you learn more about the planet you'll find that there’s actually life on 
the planet itself. In some areas there are fungi growing there which you can 
actually use for food and things like that. Discovering as much as you can about the 
planet is part of one strategy which you can use to be successful In the game. 

UPC; And there’ll be a random map generator? 

Sffl; The map is randomly generated, but there are special areas which we now create 
each game. For example, there are some ruins, a special volcano where there’s lots 
of extra minerals, there’s a mountain area where there's extra energy, so there are 
some unique terrain features which you’ll run in to as you explore the planet. 

Another new feature that hasn’t been done before in these kind of games is 
unit design. In this game players can actually design their own units kind of like 
using a Lego set to put together different pieces. For example, we have different 
chassis to choose from, some are flying, some go on the water, some are faster, 
some are slower. Then you can pick which weapon you want to put on It. There’s 
different kinds of laser, all the way from the not-so-powerful, but inexpensive, up 
to the Nano-disruptor! You can also put shields on and things like this. So. by 
combining different pieces you can make thousands of different kinds of units. 

UPC; Each one will have its own look? 

Sfll; Each one looks different depending on the chassis and weapons. The cost is different 
- of course, if you put the very best of everything on there it’ll be very expensive. So you 
want to build specialised units. Say you’re at a part of the game where you're exploring 
the planet, you’d want to build units that are very fast but don’t have particularly 
powerful weapons on them so that they're not too expensive. Later on, when you’re 
defending your cities you don’t have to move very fast, but you want very powerful 




Sid Meier/Alpha Centauri | 



B Ms classic tum-based strategy 
game is arguably one of the 
greatest games ever created. Spanning 
over five thousand years from the 
dawn of civilization through to man's 
conquest of space, it offers players the 
chance to pit their wits against the 
likes of GengNs Khan and Julius Caesar 
as they seek to build an empire that 
can stand the ‘test of time'. 


weapons. So your unit design realiy is part 
of your strategy in playing the game. 


UPC: In the game, we hear you're going to 
have borders? 


If you have played turn-based strategy 
games you'll be able to play right away 


SIB: Yes! A lot of the diplomacy has been 
improved over the previous games. If you 
make a peace treaty with another group, 
there's actually a border drawn on the 
map and you have pull your units back 
behind the borders. If you cross these 
borders that becomes an incident and will 
have to be dealt with diplomatically. So the diplomacy's become interesting in that . 
fashion - you can also trade and negotiate things like units that you might create. 

UPC: Will each of the characters in the game have their own characteristics that 
influence the way they play? 

Sfll: Each one has their own personality. Although that doesn't mean you can always 
count on them to leave you alone, or attack, but it does influence their initial thinking 
of how to play the game. Then, as certain circumstances change they’ll react to that. 

UPC: They can actually adapt to the situation around them? 

Sill: If they're normally peaceful, but you keep attacking them then they will attack 
you. Or, if they are very warlike, but you’re much stronger, then they’ll try to make 
peace with you. 

UPC: How many technologies are there in the game? One of the few criticisms with 
Civilization II was that there were too many technologies. 

Sfll: There are about sixty, w+iich is somewfiat more than in Civilization, but fewer than in 
Cixilization II. W% felt that in playing those game that there were maybe a few too many 
in Civilization II and we wanted to back off a little bit. There are some pretty big jumps in 
the technology of the weapons. That’s something we’ve actually changed over the last 
two rrK)nths to emphasise how new the technology is. so that wt^en you do build a new 
unit it is significantly^ different from previous ones. 

UPC: One of the strange options with Civilization II was the cheat menu - are we 
going to see something similar mAlf^a Centaunl 


ability within your group. Extra military' 
power maybe, stronger economy, 
something like that. 

UPC: Similar to the Wonders of the World 
in Civilization in 

SlU: Similar to that concept, yes. 

UPC: With Civilization II players of the 
original could just jump straight in to it 
and could play almost immediately - is 
that going to be the same with Alpha 
Centauri or will players have to wade 
through a hefty manual? 

Sffl: This is a game that if you have played 
otter turn-based strategy' games v'ou 
should te able to start playing right away. 

One of the great things about this tv'pe of 
ganne is that it always starts v'ery small 
with one city or one base, so there's only one 
or twt) things to ck) at the very beginning. So 

it's easy to start playing them as time goes on and you explore more of the world. 
discover more technolc^res. build more units aixl the game gradually' grows at a pace that 
y'ou're comfortable with. So. someone wte's played other strategy games can jump right 
into.Alpha Centauri and move things around and get rrwst things right. The general feeling 
of it will be fam^iar to those w'ho’ve played other turn-based strat^y games 


Sffl: We are having a debate about that at Firaxis. I'm less of a fan of having a cheat 
menu of equal importance with all the other options and features. It's certainly a 
fact of life that hints, tips and cheats are becoming almost a standard part of a 
game and they'll certainly be there for people who want to use them in Alpha 
Centaun. It's a fun way sometimes of creating a special scenario, but I’m not sure 
it’ll happen on the main menu with all the other legitimate options. 

UPC: So w hat else can we expect to see in Alpha Centaunl 

Sffl: Well, we have something called special projects’. \bu can spend some of your 
resources on building a special, secret project. Once you've built one, nobody else 
can build that particular thing and they're projects that give you some special 



CCkTROL THE EMVIRONNEMT BY HfiRAFORMIKS TRE MAP TERRAIN TO SUH YOUR NEEDS. WANT TO 
GROW MORE CROPS FOR YOUR CITIES? SMPVI RAISE THE NEARBY LAND SO THAT MOM RAIN FALLS 
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CIVILIZATION 11 


B oasting the same mix of 

economic, political and military 
strategy that made the original so 
popular, but within more depth, more 
challenge and better graphics, this 
superior sequel is widely regarded as 
the best computer game ever created. 


Interview/Feature 


One of the interesting ideas with Alpha 
games you'll know that they’re generally K- 

about the Romans, the Greeks and the ^ 

British, country-based competition. In the ^ 1.^ _ S 

future we think the importance of ; 

individual countries will be much less, but 
people will group around different 

philosophies, different ideas. So we give you the opportunity at the beginning of Alpha 
Centauri to choose what is your kind of philosophy. Is it going to be science and 
technology, is it going to be military power, is it going to be economic power, or is it 
going to be the environment and protecting the planet? So you choose your philosophy 
and compete against that of others. 


OPC: Does each of those groups have their own advantages similar to that in Colonization'? 


Sffl: Right! For instance, the military group they have extra morale for their military units 
and their police are more effective, however their industry is a little weaker. So each 
group has some advantages and disadvantages because of their particular philosophy. 


UPC: So have these taken the place of different governments? 


Sdl; The idea of governments is still in there, but these start each group off with a 

little bit of different personality. because they can take a pretty long time to play. So we’ve made some changes in the 

multiplayer mode that really allow the play to flow. One is that the turns are 

UPC: So how will the combat work? simultaneous; everybody is moving their units and managing their cities at the same 

time. Another is that we have implemented some automation so that you can put ^me 
Sni: It’s similar to what’s been done in other games. There are a few new features - units of your cities in to a mode where the computer manages all the details of that city and 

can be damaged and go back to their base to be repaired. We have a new bombardment you can give it a general strategy, like build as many units as possible or discover 

unit which can attack a unit when it’s two or three x a -m. ^ ^ 

squares away without being attacked Itself. There are Th&TC cl fC'W fG^tUfOS UltUtS C£in bC 

some psychological warfare units that attack using qq fg thCir baSC tO bC repaired 

mind power. So there’s a few new ideas, but we haven t 

gone for a systern that’s going to bog down the speed of the game. We think that it’s technologies as quickly as possible. So you can give it a general idea of what to do and 

important that the combat moves along quickly so that you can keep the pace of the the computer handles the management of each city. 

game going and you don’t get side-tracked. In most multiplayer games today you find some people to play with arid play a game. 

One of the things that we’ve also spent a lot of our design time thinking about is but once you’re in the game there’s not really much to talk about with other players. 

the multiplayer game. I know it’s something that hasn’t totally caught on as yet. but You might type a message that says Tm gonna kill you!’ or ’You’re gonna die!’ but the . 

we think this game is going to be around for at least a year or two. and over that time games don’t give you too much to talk about and you spend most of your time fighting, 

multiplayer will become more and more important part of gaming. There’s been a But in game like Alpha Centauri, where there’s a whole world there; you might find 

general idea that turn-based strategy games are not particularly suited to multiplayer yourself allied with one player and against another with lots of technology, but less 

_ . _ „ . energy, so there’s a lot more interesting things to talk about with otlier players. Now 

" ‘ ■'^1 ’ - -• - we've put this idea in the game called the Planetary Council which, at certain times. 

i j ,... “tl. draws all the players together to discuss some issue which effects tlie future of the 

^ ^ ^ - - planet. For example, assuming there’s seven or eight human players playing across a 

^ network of some sort, players might discuss who’s going to be the planetary governor 

v y ^ player has a set number of votes and they can trade and negotiate. It’s an 

^ / opportunity to really get into the diplomacy. The thing that’s really unique about 

^ ‘ — i rTiultiplayer Is the ability to have an interesting discussion, negotiation, diplomacy with 

I J other human players, so we want to make sure that every now and tfien the game 

^ ^ ^^ | stops and gives the player an opportunity to get to know each other and to do what is 

' different about multiplayer, which is inter'acting with other hurnafi beings. 

PLAYERS WILL BE ABLE TO CONSTRUCT THEIR OWN UNIQUE MILITARY VEHICLES AS LONG AS THEY^ 

HA¥£.Til£ R£SQURCES.MQNEYJUiO.I£Cl!N^ _____ Hi— will be able to chat and make their own pacts and alliances? 
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GETTYSBURG! 


a real-time wargame based 

upon the famous American Civil 
War battle, Gettysburg was a bold 
attempt by Sid Heier and the team at 
Firaxis at trying something new. 
Although it achieved nothing like the 
success of Meier's other titles, it 
nevertheless won critical acclaim 
from experienced wargamers for 
offering some innovative features. 


Sid Meier/Alpha Centauri 


is science fiction - it’s not strictly historical, 
but we think it’s based in reality. All the 
technologies, all the ideas are taken fronn 
what’s happening today. 


UPC: Did you enjoy this freedom? 


S(!l: We were able to use our imaginations a 
little more and It was kind of fun to do 
something that wasn’t exactly historical. 


UPC: With Civilization and Colonization there 
was a definite timespan within which the 
game had to be played. As Alpha Centauri is 
set in what we hope will be an infinite 
future, how have you worked around this? 


Sffl: Exactly! People are already chatting on the Internet, but they’re not chatting 
about a game. This is kind of combining the fact that people like to talk with each 
other with the fact that people like to play games, putting it together in one package 
and giving them an interesting game to play and then letting them talk It over and 
make plans and work together inside of the game. 


SUl: There’s really not an ending time limit. 
You can play until you achieve one of the two 
goals. So there’s not the same fixed time 
scale that we had in some of the other 
games. It’s a little more open ended 




UPC: So is diplomacy going to play a more important role in Alpha Centauri than it 
did in Civilization 111 


UPC: One of the defining qualities of the two 
Civilization games was how well they stood 
up to endless hours of single player gaming. 
Is this something you’ve worked particularly 
hard of recreating in Alpha Centauril 


Sill: Yes. it certainly can. We're giving players the opportunity to do very interesting 
things diplomatically, in terms of forming alliances, if you think of a community 
forming where people fight, your reputation can actually stay with you. 


UPC: How long do you reckon it will take to play a multiplayer game then? 


Sin: That's definitely something that 
should be true of this game. It is designed 
as a single player game, we’ve just done a 
lot of extra design to put the multiplayer 
in. but the things that made those other 
games fun to play as single player games 
are still part of the scheme of things. 
We’ve done work with the artificial 
intelligence to make it more challenging. 


SHI: We’re actually putting it together so that you can play a multiplayer game in as little 
as one and a half to two hours. There are a couple of different options which will 
determine that; at the beginning of the game you can choose the size of the map. On a 
larger map the game would last longer, whilst on a smaller map the game would be over 
more quickly. You can also set different time limits for each turn. A shorter time limit 
makes the game pass more quickly. 


UPC: So are you planning to set up a Web site where players will be able to meet and 
take part in games? 


UPC: Your name obviously sells, hence it’s in the title of the game, but does this 
place any extra pressure on you to produce the goods? 


Sill: We will have an Electronic Arts Web site where there'll be a matching service to 
get people together to play games. It’ll show things like the length of the game, 
different skill levels and things like that. 


SlU: I don’t think of it in terms of pressure. For me the work is fun! I enjoy designing 
games and I like to play. I think people play games for fun, it’s not like I'm saving 
lives or anything. That would be pressure for me. When people buy a game they’re 
looking for something that’s fun, some relaxation, some entertainment, something 
to challenge the mind and that’s what I’m looking for too when I write a game. 


UPC: Near enough all of your games have been historically based, like Gettysburg and 
Colonization - in fact this is the first that we can think of that is set in the future. 
Did you enjoy the freedom this gave you in creating the game? 



UPC: So it doesn’t wrestle with your conscience at all that your games have split up 
so many relationships! 


Sill; It was a change. We’ve always tried to do something a little different each time. 
Although this game is not 10000 years in the future so that everything is strange and 
unfamiliar, I think we’re actually trying to make a historical game about the next 500 
years. If we were to write the history of the next few hundred years, what would be the 
most exciting things to happen in that time? We think that going out into space, 
starting on a new planet and creating a new society could well be part of actual history. 
Here’s your chance, as a player, to write the history of the next few hundred years. So it 


SIR: Erm, no! I actually got this letter about three years ago from a ten-year-old boy and he 
said ’Thanks Sid for writing Civilization, you saved my family’s life. One night, late at night, 
my mother was downstairs playing Civilization and she smelt some smoke and there was a 
fire and she woke up the whole family and got them out of the house.’ So. I understand 
people spend a lot of time playing games, but sometimes that can be a good thing! ■ 


* As we announced last month, the legal wranglings between Activision and MicroProse 
are now over. MicroProse have retained the rights to the CiviUzation title, but Activision 
are using it under license for CiviUzation: Call to Power 
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Discovery consists of seeing 
what everybody has seen 
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Albert Szent-Gyorgyi 


Not All Wars are Fought on the Battlefield 

Add lo your letfkil military might with unconventional 
types of warfare, such as biological terrorism or 
religious conversion. A variety of units, buildings, 
goveinmefits, wonders, tind research options are at 
your disposal. 


Discover Who Among Your Friends Will Rule 

Go head-to head in multiplayer world-building. 

But remember - in war, even friends can become 
enemies. A nanovirus you release in one opponent s 
city may spread to others, leading you into a war 
with an unintended party. 


The Future is in Your Hands 

Lead an empire from primitivt' beginnings into 
the stunning sci fi future of 3000 AD. Every decision 
you make has repercussions on your future woild. 
Will you rule a grim, industrial jungle oi a utopian 
societv? 
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WWW. act! vision. com 
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TOMB RAIDER 111= 

THE ADVENTURES OF LARA CROFT 

The welcome return of the ultimate action>girl Lara Croft sees a 

whole new look for the Tomb Raider series. Bigger, faster and more 
challenging than either of the previous games, with new levels, 
new costumes, new weapons and new enemies, Lara is looking better than ever. 
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I he third and latest instalment 
of the continuing adventures of 
Lara Croft is due for release before 
Christmas, and is as eagerly awaited as 
the last one. With the budget re-release 
of the original game riding high in the 
charts on three different formats, and 
Tomb Raider II still in the top ten after 
nearly a year. Tomb Raider III should be 
one of the biggest hits of 1998. Despite 
this success. Lara's creators. Core 
Design, have not rested on their laurels, 
and Tomb Raider III is packed with great 
new features. Careful and imaginative 
design has ensured that the new Tomb 
Raider is the best of the lot. and 
undoubtedly one of the best games 
around this Christmas. 





Go Your Own Way 

The main feature which distinguishes 
the new game from the earlier versions 
is the freeform level structure. Core are 
hoping to counter complaints that the 
previous games were too linear by 
breaking up the structure of the game 
and involving the player more in the 
decision-making process. 

The first level is set in India, where 
Lara discovers the whereabouts of an 
ancient magical stone with the ability 
to alter human genetic structure and 
imbue Its wielder with psychic powers. 
She then sets off on a quest to find 
three other ancient artefacts 
scattered around the world. The 
difference is that you can choose the 
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Tomb Raider III 


HIGHLIGHTS 
Loads of great new features 
make this the best Tomb Raider 
yet. and the new graphics engine 
really rocks 


PITFALLS ^ 

Hard to think of any really. No 
sign of a multiplayer Tomb 
Raider game, but that’s a 
stupid idea anyway 


g^^P^SITION 


EVER ONE TO TRY SOMETHING NEW. LARA CROFT AUDITIONS FOR THE NEW ALL SAINTS VIDEO. BUT THINGS GET A BIT OUT OF HAND IN THE SPECIAL EFFECTS DEPARTMENT. THE NEW COSTUMES LOOK PRETTY 




order in which to do the next three 
missions. They are set on a tropical 
South Seas island, the notorious Area 
51 in the Nevada desert, and the 
streets, sewers and rooftops of 
London, including St. Paul's Cathedral. 
Once you have completed these three 
levels, you move on to the last section, 
set in a secret hideout in the 
Antarctic wilderness. 


Balancing Act 

This non-linear approach is carried 
through into the design of the levels 
themselves. Previous games had only 
one route from start to finish, requiring 
only the ability to overcome certain 
obstacles or to shoot sufficient 
enemies. The new levels have several 
branching routes, some easier but less 
rewarding, others harder but with more 
items to pick up. Tomb Raider H was 
criticised as being too much of a shoot- 
'em-up. so Core have been careful to 
balance the game between puzzle¬ 
solving and combat. Some branches of a 
level pathway might have more enemies 
to fight, while others might have more 


Softly Softly 

When it comes to fighting enemies, this 
Is now a much tougher proposition. The 
enemy Al has been Improved to make 
the bad guys a lot badder. In TRII, 
enemies were inclined to start running 
round in circles as soon as you came 
anywhere near them. Now they will only 
react to your presence if they see or 
hear you. so it is possible to sneak 
quietly past enemies without having to 
risk a confrontation. If you are spotted 
and get into a gunfight, you can expect 
enemies to duck behind cover or chase 
you around the level until they catch 
you. The added realism of the combat 
system greatly enhances the 
atmosphere and playability of the game. 

To help you fight back against these 
smarter enemies. Lara has a selection 
of new weapons to play with, including ^ 


puzzles to solve. The choice between 
brain and brawn is left to the player. 
This approach also gives the game a 
longer life, because if you play it again 
you have the choice of going down 
routes you had not previously explored. 
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the powerful Desert Eagle pistol, a 
modern Heckler and Koch MPK5 sub¬ 
machine gun in place of the bulky M-16. 
and a grenade launcher for flushing out 
those hard-to-reach bad guys hiding 
behind cover. 


Driving Miss Lara 

One of the most popular features of the 
second Tomb Raider game was the 
inclusion of drivable vehicles, although 
L these were limited to a speedboat 
and a snowmobile. You will be 
pleased to hear there are far 
L ^ more vehicles in the third 

game. Lara gets to show off 
her skill and suicidal nerve by 
base-jumping with a 
parachute, shooting the 
rapids in a canoe, bouncing 
around the Indian jungle 
in an all-terrain quad- 
bike, and racing 
through the Nevada 
desert in a jeep. To 


help her navigate the maze of tunnels 
that make up the London sewers, she 
has a Jacques Cousteau-style 
underwater propulsion unit. That 
should out-run the alligators! 

Root of the Problem 

The most talked-about new feature has 
got to be the vastly improved graphics. 
Popular opinion had it that the second 
game looked far too much like the first 
one. especially on the PlayStation, and 
there was a reason for this. In both the 
previous games, the terrain was 
generated using the same editor, which 


could only handle square sections of 
floor. The new game has been designed 
on a completely new editor which can 
handle polygonal sections, giving it a lot 
more versatility when it comes to 
drawing irregular shapes. Objects such 
as archways, tree roots and lakes can 
now look a lot more realistic and 
natural, and the level design takes full 
advantage of this. 

Other improvements to the graphics 
include particle-system effects for 
smoke, flame and blood splashes, more 
realistic-looking water with ripples and 
splashes, and coloured lighting. TRII had 


UPC - We hear that the game has been designed using a new improved level 
editor. Who designed the level editor and what are the main improvements? 

Team - The original editor was designed by members of the Tomb Raider I team. 
It has since undergone a series of improvements, particularly for Tomb Raider 
III. Richard Morten, Martin Gibbins and Chris Coupe are mostly responsible for the 
re>design of the TRIII editor. The new editor now includes a floor system that 
allows triangles to be used, instead of Tomb Raider I and /J s grid system. The 
triangles allow the creation of organic effects, rocky surfaces and complex 
architectural structures such as domes, arches, etc. The editor also allows 
greater detail for textures, multi-coloured lighting, weather effects and 
footsteps in the snow, sand. etc. 

UPC - We have heard that the new editor makes designing levels a lot quicker. 
Does this mean that you will be able to bring out new Tomb Raider adventures 
more often? 

Team - The new editor certainly makes it easier, and hence quicker to create 
the rooms that comprise each level, but the skill involved in the overall 
design and layout of each level is still as time-consuming. Overall it's around 
two months development time for each level. What do you mean by more 
often? isn't once a year enough?!!! Sure we could churn out levels left, right 
and centre, but there's more to the game than that, and we certainly don't 
want to produce extra levels just for the sake of it. We really want to make 
sure that each time we produce a Tomb Raider game there are enough new 


elements to give you, and Lara, a completely new challenge. 

UPC - Who decides what Lara is going to be wearing in each new game? Do you 
have an in-house fashion designer? 

Team - No. we don't actually have a fashion designer here! The clothes are really 
designed for practicality. For London Lara wilt wear a black cat suit so she'll blend 
in easily. For the South Pacific she’ll be in shorts and a crop top since it’s so warm 
there. On the other hand, for the Antarctic she'll need warm trousers and a padded 
jacket. The Nevada levels will feature Lara in combat pants - again for camouflage. 
UPC - Is TRW the work of the same team that created TRII, or have there been 
changes to the line-up? 

Team - The TRIII team is completely new. Two of the TRII members started on 
the project and helped out with level design for the initial stages, but the team 
is now all-new! 

UPC - Where do you get the inspiration for the puzzles and traps in the Tomb 
Raider games? 

Team - Lara’s new moves have really opened up new options for a lot of the puzzles 
and traps. For example, the duck enables her to avoid some of the flying missiles 
and also to hide behind objects to avoid enemies' line of sight; the crawl has enabled 
the use of tunnels, the dash allows for time-based traps where shell have to dash 
and dive through closing doors, and the monkey swing allows Lara to avoid some of 
the more obvious pitfalls. We looked at Tomb Raider II and also surfed the Internet 
to find out people’s general opinions; one of the conclusions we drew was that the 
'Door and Key’ puzzles were rather simplistic. So. we’ve tried to add a bit more 
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THERE ARE LOTS MORE NEW MOVES FOR LARA IN TOMB RAWER III SUCH AS THE HANO-OVER-HAND MONKEY SWING. CRAWLING ON HANDS AND KNEES. AND 
SWIMGING ON ROPFS TAR7AM-STYLE LARA CAN ALSO CROUCH AND ROLL. AND S WIM SI D E WAYS UNDER - WATER . SHE'S NOT JUST A PRETTY FACE YOU KNOW — 



dynamic lighting so that flares could be 
used to illuminate the darker corners, 
but T/?/// goes one better. Now flames, 
flashlights, and warning lamps can all be 
different colours, and this feature has 
been worked Into some of the puzzles. 
The changes don’t stop at the graphics 
either. New sounds have been keyed to 
3D locations, such as different 
footsteps for different surfaces. 


like a gibbon’ I reply. You learn something 
useful every day in ULTIMATE PCI 
Lara can also swing on ropes like 
Tarzan, and move sideways while 
swimming, which will come in handy 
because the water effects have been 
much improved. There are stronger 
currents to contend with, and the water 
looks much better thanks to improved 
transparency and reflections. 


For adventuring in colder climes, this 
season Miss Croft is wearing a sensible 
Arctic camouflage outfit consisting of 
a hooded jacket and trousers. Not as 
revealing as her usual attire perhaps, 
but a lot warmer! 

All things considered. Tomb Raider 
HI is probably the strongest title of 
the series so far. and proof that 
there’s a big future in store for the 
ultimate action heroine, a 
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Lovely Mover 

To help Lara get around her newly 
improved environment, she has a whole 
load of new moves. Alongside the 
climbing and death-sliding of the second 
game come ducking and crawling, 
allowing Lara to find cover behind solid 
objects and squirm under low hanging 
obstructions. Her famous long distance 
running has now been supplemented with 
a short dash. An extra power-bar 
appears at the top of the screen, and 
while she has enough energy. Lara can 
move at twice her normal rate. The bar 
takes a while to recharge, but this should 
allow you to complete some crucial time- 
based challenges. One major new move is 
the ability to brachiate. ’What’s that?’ I 
hear you ask. ’Swinging hand over hand 


The Croft Collection 

Lara Croft would never dream of 
going on an adventure improperly 
dressed, so she has a whole new 
wardrobe for her latest outing. 
When she visits London, she wears 
a slinky Emma Peel-style black cat 
suit for her cat-burgling, and a 
short top with camouflage pattern 
trousers for her visit to America. 





interest with the puzzle element. For example. Lara might have to find ways to 
distract certain enemies in order to get to the next area of the map. or she might 
have to go and collect a certain item from somebody. A lot of the inspiration also 
comes from the locations themselves ■> we've tried to make the traps as authentic 
as we can. The new light effects and semi-transparencies has also enabled us to 
base traps on shafts of light being broken la la Indiana Jones) and laser circuits, etc. 
UPC - Has any one person written the scripts for the new game, or was it more of a 
team effort? 

Team - We have a script writer who is responsible for linking the locations with an 
overall storyline, but it’s generally a team effort. 

UPC - How many different branching paths are there in each level, and how do they 
vary in difficulty? 

Team - There will be at least two paths through each level, varying in difficulty, if 
you take the easy path you won’t get as many pick-ups or you might miss a weapon. 
The harder path will give more useful items, but you’ll also need more wits about 
you... and probably more medi-packs to keep Lara going. 

UPC - Are the levels in the new game bigger than in the last one? 

Team - Yes! Tomb Raider III is the largest game yet! You will visit (as usual) five 
locations, and will by the end of the game have played 20 different levels. This is 
five more than in the past adventures. 

UPC - Are there any improvements or changes you would have 
liked to see in the game but didn’t have time to do? 

Team - Yes. a couple, including hand-to-hand combat. 

Lara was originally meant to have a knife in TRlll - not 
just for combat, but also for cutting ropes, etc. 





Unfortunately we Just didn’t have enough time to include this. Maybe next time... 

UPC - Do you have a personal favourite for the actress to play Lara in the film version? 
Do you know who is going to play the 
Team - We’d prefer to see somebody 
unknown take the leading role. It 
would be a great way to launch 
a new career. We feel that if a 
recogniseo actress was selected, 
people would already have pre¬ 
conceptions about the type of 
character Lara is. We’d really 
Lara to be unique and the only 
way to achieve this 
properly would be to 
select an actress 
that nobody knows 
anything about. 
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They may have lost the Mech licence, but what do Activision care? 

The Gears are out to seek and destroy, and they’re set to do a thorough job! 
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out and bought the original game will 
probably agree that it was fun to 
play and its lastability factor was 
also very strong. However, it did 
receive several criticisms, most of 
which was directed towards the 
game visually. Like most companies, 
Activision have taken on board the 


points made about their first 
attempt and what they have now is a 
really quite amazing product which 
looks to be the nearest competitor 
to Microprose's MechWarrior 3. Next 
year will see Gear Vs Mech. and at 
the moment, the Gears look to have 
the edge. 


THEY’RE CURRENTLY WORKING ON 
MAKING T HE C LOUDS M O VE r L OVELY! 


t or those of you who didn't 
" already know, the Heavy Gear 
range of games are based around the 
role-playing books, which have players 
sat down with a book, paper and dice. If 
you consider this to be on the slightly 
bland side and would prefer to enter a 
more exciting computer world featuring 
high-powered weapons, huge explosions 
and fast paced gameplay, then you will 
probably be intrigued to find out more 
about Heavy Gear II, which is expected 
hit the shelves this Christmas. 
Those who went 









INTO MULTIPLAYER GEAR 


a ctivisifui have high hopes for the multiplayer features of Heavy Gear IL They 
have set up a series of fun games to play and even approached Mplayer 
(www.mplayer.com) with the idea of setting up a league in which gamers will be 
able to monitor how well they are performing in the game. Up to 10 players will be 
given the chance to enter the action and. with hand-weapons available, it should 
prove to be an exciting innovation. 


S trange as it may seem. Activision have also decided to chuck the Gears into 
space for various missions where they can either float around, use their 
thrusts to move or. once they reach space structures, clamp themselves to avoid 
floating away. In addition, the asteroids in the distance aren’t just for effect: you're 
able to land and investigate them. Th^ levels l(^ to have huge potential, 
especially in multiplayer mode. 


Game Name 


HIGHLIGHTS 


An incredible new engine which 
allows amazing graphics and 
animation. A vast improvement 
over the original game 


PITFALLS 


Those without 30 accelerator 
cards will miss out on the 
experience. But. what a good 
reason to go out and buy one! 


chaItPp^sition 


ALL THE BUILDINCS CAN NOW BE 


A GREAT NEW FEATURE OF THE SEQUEL ARE SPACE MISSIONS WHERE GRAVITY BOOTS ARE 




























































STORY 


of an elite 

pteOetafy mvaO^HTOi on li^ra 
iOrt liem C% states 
teit it’s ^virtenUy at cease-fire sfatusi 
pa lunre been sent to the planet Caprice^. a 
iiMl’s interstettar setttemente- Ror^ you wiU i 

■■ ■ ■■'■ - - ■ . ■ --J 

^information on the enemy*^ W^pj 

Ipi’re equipped 


Survival is the name of the game, and 
as well as using your radars to locate 
the enemy, an overhead tactical 
display has been included to allow you 
to position and direct team-mates. A 
drag and drop system will make it 
easy to move your squad around 
levels, both to get them in and out of 
enemy areas. This system also gives 
you the opportunity to create 
ambushes more easily than ever 
before. You can gather several troops 
together, tell them to wait, and then, 
when rival Gears enter the area, give 
the signal to attack. Don't forget, 
though, when roaming around the 
enemy may have the same idea. 

As you have probably gathered by 
now. Heavy Gear II looks to be a pretty 
hot title, and although we've not 
actually managed to play an entire 
mission yet. if Activision actually 
produce the quality of game they are 
claiming, this could well be one of the 
hottest titles of this year - provided it 
hits its deadline. If not. it could well be 
one of the hottest games of '99. Be 
excited, very excited! 


Gear does take a hit. he may not be 
destroyed, but will start to limp! It's 
then time to find a repair centre, 
otherwise you can consider yourself 
well and truly on the scrap heap! 

Of course, plenty of guns will be 
available to take the enemy out with. 
There are the usual rockets and 
missiles and for when you want to 
really surprise an enemy Gear, why not 
enter the sniper mode and really show 
them who's boss! It’s fast, furious and. 
most of all. fun. 


Not content with a huge selection 
of guns, rockets, grenades and other 
projectiles, you can also reach in your 
metal pocket for a hand-weapon! 
Okay, so face-to-face combat is a lot 
more dangerous, but when you've got 
no other way of defending yourself, 
you’ll be glad for your selection of 
close range weapons which will surely 
add much more excitement to the 
multiplayer tournaments. 

All in all there will be around 40 
missions to tackle, with 10 for training 
purposes. Learning how to utilise the 
Gears' navigational systems and 
weapons won’t be easy, so the training 
missions will provide a simple and fun 
way of learning. Plus, of course, it saves 
flicking through the manual! 


AU OF THE BUILDINGS WERE 


THE EXPLOSIONS CURRENTLY ON OFFER ARE AS IMPRESSIVE AS ANY OTHER GAME OUT THERE 
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Imagine a place where games are so lifelike 
that it's hard to tell fantasy from reality. 
Imagine a place where the latest sound card 
and speaker technologies combine to deliver 
Environmental Audio - a new standard of 
accuracy and vitality in 3D sound. 

Stop imagining. Enter the Creative dimension 
whenever you see the Creative name. 

Your PC will never be the same again. 

Call 01245 265 265 for more information. 


Sound Blaster Live and 

FourPointSurround speakers feature 

Environmental Audio which delivers: 

• Exceptional sonic clarity that is so lifelike, 
it feels like it is being played live 

• Accurate 3D sound positioning and full 
Surround Sound support 

• Realistic audio ‘environments’ that make 
the latest 3D games come to life 

• Studio quality audio processing that takes 
PC music to a new level 

Visit your local dealer or our website for 

more details. 



creative 

Your PC's key to another dimension 

WWW. SOUNDBLASTER.COM 


Sound Cards fSraphics Cards Speakers PC-DVD Video 
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neE ARE SmiLARITIES TO mS RAIMR, 


I Preview 




The original Heretic was a massive hit for Raven. 

We have had so many impostors claiming to be the sequel 
the game, now at last we find the true follow-up. 
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Raven promoted the product as ’the 
sequel to Heretic\ Even now on their 
Web site they stilt say. "The sequel to 
Heretic, Hexen takes the Doom engine 
about as far as it will go. Hexen has 
many new features, including the ability 
to choose to play as one of three 
different characters, each with their 
own different weapons." So if that 
means anything, shouldn't this new 
game actually be Heretic Four, since we 
have also seen a follow-up to Hexen in 
the last year? Daniell Freed. Raven 
Software’s project administrator sheds 
some light on the confusion: 


"We are currently working on a game 
called Heretic H. Yes. that’s right Heretic 
If. The character from the original 
Heretic is back for more action. We are 
using the Quake II engine, and It is going 
to be played from the third-person 
perspective. This way the character 
(Corvus is his name currently, but we 
reserve the right to change that if need 
be) can climb up ledges, jump to ledges 
and grab them, climb ropes, and various 
other really cool stuff Watch for a new 
plan file for Corvus. This will contain 
journals from his adventures that took 
place between the end of Heretic and 
the start of Heretic II." 


^ ne of the mam differences for the new game is the sfaft in perspective to 
U primarily third person, hot with a fully movable camera angle. TIvs may well 
make the most of the artwork, but players are likely to want to keep the camera 
on the shoulder most of the time so they can fight effectively. However, with the 
maps being so much more detailed and complex than in Quake II, the camera will 
need to be unlodied on occasions In order to see where to take Corvus next - you 
can forget about Imear corridors and open planes! 

One ether thing we did notice was the controls. They are pretty much exactly 
lifted from Quake II, though without the inventory, pick-up and drop item additions. 


WELCOME 


TO YOOR 
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REilQlON 


T he original Heretic was a full-on 
action title from Raven 
Software, the creators of the 
He.xen series and, though it didn’t have 
the same umph using the Doom engine, 
it was still a huge release for them. As a 
medieval/fantasy action title. Heretic 
chronicled the adventures of a so-called 
heroic elf In his quest to challenge the 
might of D’Sparil. dimension-travelling 
serpent rIders.The confusing thing, 
though, about Raven and their products 
is that since the release of Heretic, 
things have gone a bit skewy. When 
Hexen was released It was actually called 
Hexen: Beyond Heretic. 
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Game Name 
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ffiCode Masters 


naya-s who loved the adventure elements in - 
both Tomb Raider and Nightmare Creatures will be 
well versed in what to expect. . . ^ : ^ ^ 


quality swimming and outstanding wall 
climbing skills making up his repertoire. 
This certainly gives more freedom of 
movement than the first game, allowing 
more detailed exploration of the maps 
(which can thus be rather more complex 
than anything seen in Quake //). 




From the enemies we have come across so 
far, we can see where Raven have made 
some advancements with the Quake II 
engine. As well as hobbling freaks, you get 
rat-like creatures, blind Veloceraptors and 
over-sized vine weevils! This new range of 
enemies will require an added depth of skill 
and the full use of each weapon in your 
arsenal. It took us ages to work out 
whether our fire-spewing bow was at all 
effective against the mutants, and you 
guessed it. it wasn't! 

So after all the confusion, the true 
sequel has nearly arrived. Players who 
loved the adventure elements in both 
Tomb Raider and Nightmare Creatures 
will be well versed in what to expect from 
this fantasy twist on the genre. Whether 
Raven's desire for a Tomb Raider sized hit 
has created a predictable game remains 
to be seen. But at this stage it looks 
magic, even if the main character hasn't 
got such impressive f iguresQ 


for the magical plague that has infected 
the inhabitants of his forgotten realm. 


From this we gather that the Hexen 
games do not chronicle the adventures 
between Heretic and this new title. The ^: 
Hexen games are actually a tangent off of 
the Heretic line, the first-person side, 
whilst this new game is a move in another 
direction via the third-person perspective. 
Why? Well, to make the most of the 
updated engine with pretty graphics, 
special effects and dramatic action. 


The playable code we have been issued 
with reveals a great deal about the new 
engine changes, inventory updates, 
weapons and level design. The game has 
a similar feel to Nightmare Creatures. 
but the spells provide more of a 


THE UeffTIMG EFFECTS HAY HiES A 
POWERFUL MACHINE TO RUN THEM 


spectacle than the mundane one-shot 
pistol in the previously mentioned game. 
The little elf has all the moves of Lara - 
with impressive back flips. Olympic 


Heretic II uses the Quake II engme. 
adapted considerably so the ftnal game 
looks more like Tomb Raider, third-person 
perspective rather than the original first- 
person style. As you can imagine, this 
throws the whole original gameplay up in 
the air and very little comes down to 
earth, so the game will be nothing like 
Heretic or Hexen I or III We learn that in 
Heretic II, players will assume the role of 
Corvus. They must journey on an epic 
quest across an entire continent (whether 
it is on the same massive scale as Final 
Fantasy, we’ll have to see) to find the cure 


Heretic II 

HIGHLIGHTS 


Quake U engine but with more 
scope, better level design and 
impressive ligbting effects that 
aren’t garish tike Qnreal's. 

Looks to be a worthy sequel, 
with many Improvements, but 
still retaining the central 
character and feel of the original. 


PITFALLS 


Perhaps a little light on the gore 
front for mass appeal, and magic 
will never be superior to the 
love of heavy weapons, rocket 
launchers, etc. Looks like a role- 
playing title, but unfortunately 
the gameplay is likely to be 
more limited. 


YOU CAN REALLY SEE THE QilAKE fl EMfilHE SHIHINO THR0U6H IN MANY ASPECTS OF THE CAME. THE INTERFAX FOR Olffi IS VERY OISTINCTIYE. WITH THE HEALTH BAR Alffl THE 
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Interstate ‘82 


Preview 


It’s time to buckle yourself in once again for groovin’ tunes, bizarre fashion and 
some serious high speed action. Taurus and his pals are glad to be back... 


f you played the original 
Interstate 76. then you’ll 

_ know pretty much what to 

expect from Interstate '82. However, 
this isn’t really one of those sequels 
where all that’s been changed are the 
graphics and missions. Instead. 
Activision’s intentions for the game 
have been completely different, and as 
well as a flashy new engine to spice up 
the visuals. Interstate '82 will have a 
few extra features to make it stand 
out from the crowd. Let’s just hope 


that there will still be some over-the- 
top hairstyles to chuckle over! 

Smokin’ 

One of the most noticeable changes 
from l'76 is the option to hop out of 
your vehicle and travel on foot. This 
idea has given the developers lots of 
room to expand the gameplay much 
further than ever before, and as well 
as having shoot-outs using hand 
weapons, players will be given the 
chance to hijack other vehicles if 
theirs has taken a good bashing 
(alternatively, you could do it just for 
fun!). So. if your car gets shot apart 
but doesn’t blow up. It doesn’t 
necessarily mean that your game is 
over. Before you would either be 
blown apart completely or be shot so 


much that you couldn’t move (and 
then you would be blown up). Still, if 
there are no other cars around to 
hijack then you could still have a 
problem with the completion of that 
particular mission. 

Although not all of the vehicles 
have been confirmed, we do know 
that as well as the usual collection of 


THE WATER EFFECTS ARE REALLY QUITE AMAZING. THERE ARE EVEN RIPPLES AND REFLECTIONS 


UNLIKE THE ORIGINAL GAME. YOU ARE GIVEN THE OPTION TO GET OUT OF YOUR CAR AND HI-JACK OTHER 
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any gamer that their 3D accelerator 
was actually a worthwhile buy. 

Of course, no Interstate game would 
be complete without the nostalgic 
tunes which, although not to everyone's 
taste, still help to piece together all of 
the elements of the game. 

We're informed that a very famous 
band were responsible for the in-game 
music, but at the time of going to 
press. Activision still wouldn't reveal 
their name. 

Instead of having just American 
style tunes, they're also hoping to 
bring together a variety of music. So. 
in the final version we could well hear a 
groovy British beat accompanying one 
of the many stylish cut sequences. 

Landscapes are now a lot more 
detailed than ever before and. rather 
than just seeing plain ground in the 
distance, entire cities can be 
investigated. An alternate Las Vegas is 
one of the levels on offer. Whether 
you'll be able to get out of your car and 
take a trip into one of the local 
Casinos is not yet confirmed. In fact, 
there's a lot which hasn't yet been 
revealed about the game. We 


normal cars (although how many 
'normal' cars do you see driving 
around streets with guns attached to 
them?) there will also be a golf-cart, 
milk float. Knight Rider, motorbikes, 
and even a helicopter (which was a 
cheat in 176]. Yep. over 40 mean 
machines will be accessible, and no 
doubt a few more as cheats will be 
included just for fun. 

As with 176, there will also be a vast 
array of weapons to select, some of 
which will be quite out of the ordinary. 

Eighties Effects? 

The early code which we were shown 
obviously wasn't perfect and didn't 
really demonstrate any of the game's 
artificial intelligence, but what it did 
do was show us how the graphics 
engine is shaping up. and boy does it 
look impressive! One of the most 
noticeable features is the animation, 
which, especially when it comes to 
explosions, looks outstanding. This, 
combined with the great lighting, 
translucent shading and stunning 
water effects, will surely confirm to 


JUST DON'T FIRE YOUR GUNS AND WAKE UP 
THE LOCALS - IT' S DANGEROUS YOU MQWL 



suggested being able to start missions 
in a car on the back of a moving truck 
to the development team, just like 
Knight Rider. They replied with one of 
those smiles which suggested they'd 
already thought about it! Whatever 
these features are. we're certain that 
l'82 will be a huge success. ■ 



Interstate '82 


HIGHLIGHTS 

Incredibly smooth graphics and 
animation. Also the new option to 
get out of your car and shoot 
the scum is a great bonus. 

PITFALLS 

The artificial intelligence wasn’t 
implemented in the code we saw. 
which means that like the 
original it could be a bit too easy. 

POSSIBLE TOF 

CHART POSITION 20 



DON'T PLAY WITH YOURSELF 


ne of the most popular features of Interstate 76 was its multiplayer 
' features. Thousands of gamers flocked onto Activision’s easy to use Internet 
servers to battle it out in the variety of vehicles on offer, and it was an instant 
success. Interstate ’82 will of course have Net support, and the game's developers 
are hard at work coming up with a selection of interesting features. One will be 
the Hot Potato, where players will pass on the vegetable to each other. Bizarre! 
Special multiplayer weapons will also be implemented. wNch should add even 


JUST CHECK OUT THE WIDE LOAD ON THIS MEAN MACHINE! THE ROCKET AIN’T TOO BAD EITHER! 
GET OUT OF THE SEVENTIES YOU MOTHERS. THE NEW DADDY IS ABOUT TO A RRIVE IN TOWN- 
















WIN A SPECIAL RESERVE HAXX 
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l^jg p^onth sees the last part 
. of our amazing competition 

■ _- brought to you in association 

with the software experts at Special 
Reserve and rather successful it has 
been too. With so many entries 
from people wanting to win the 
MAXX P2 266 and P2 300, we’re 
almost afraid to predict how many 
entries will arrive this month. You 
see. this issue you can win the ultra 
special prize of a MAXX 3Dll.net56 
TV DVD RWCD XS P2 400! 


3DII.NET56 TV DVD RWCD XS P2 AOO WITH 17“ MONITDR! 

et's look at this month’s computer in more detail before we tell you how you can win the last of our dream machines. The MAXX PC model 

range from Special Reserve has received many prestigious awards for quality and value for money. The MAXX P2 400 costs just £1599.99 
and is one of the best PCs on the market. Fitted with a massive 400Mhz Intel Pentium II. Intel 440BX Chip Set and a 12GB U-OMA hard drive, along 
with 128MB of 100 Mhz high speed RAM. On the graphics front, you get 8MB AGP 30 graphics and a 32 speed CD ROM Drive. Add to this a 300 Watt 
Subwoofer and your gaming experience is complete! However, were offering a special customised version of this awesome machine worth £2500! 
This comes with a 12MB Orchid Righteous 3011 Voodoo II Graphics Accelerator with Battlezone. Incoming. G-Police and Jedi Knight, an External 
Diamond SupraExpress Fax Modem, a fitted Hauppage TV Tuner. Teletext and Video Capture card, a Creative Labs 2 x DVD & 20 x CD ROM drive, an 
additional fitted HP Surestore OlOOi CD Re-Writer, a mixed bag of 10 Multimedia CDs from Dorling Kindersley and Microsoft; plus Carmageddon. Actua 
Soccer and Microsoft Golf and a 17" Adi Monitor. All of which is worth an amazing £900 more! As you can see. Special Reserve always sell PCs of 
the highest quality with the very best components, and the only place to win them is in Ultimate PC! 








CQcr 


MI 


Answer this simple question to make 
losing a thing of the past. Go on, you 
could win a customised MAXX 301I.net56 
TVDVDRWCDXSP2 400 worth £2500: 

What's the MAXXimum 
number of sets that can 
be played in a men's 
Wimbledon tennis final? 

Send your entries (only one per 
household) to: MAXX P2 400, Ultimate PC. 

1 Roman Court. 40 New North Road. 
Exeter. Oevon, EX4 4EP 
All entries need to be with us by 
20th October 1990. 


1. Employees of Rapide Publishing are 
not allowed to enter 

2. Multiple entries are forbidden, so 
don't waste your money on the postage! 

3. The editor's decision is final 


As you can see. Special Reserve 
sell PCs of top quality with the 
latest and best components. 

If you are interested in obtaining 
more information about Special 
Reserves range of PCs, then why 
not give them a call? The MAXX 
range is unique by virtue of the 
extensive list of custom options 
available, including DVD 3DFX and 
3D2 Voodoo 2. Give Special Reserve 
mail order a call on: 01279 400204 
or write to them at; PO Box 847. 
Harlow. Essex. CM21 9PH. 


Special 

Reserve 

Live ^ Http;// 
special, reserve.co. M-k 
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CARMABEnnON 2- " 

Carpocalypse Now 


Carmageddon was a hit with gamers the world over 

with its violent road rage and dark, dark humour. 
Now the sequel promises yet more motorised mayhem. 









Carmaneddon II; CatliocahBse Now j , 




, - I V 
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as the bonnets, trunks or fenders. 

As well as bending after heavy 
crashes, cars can blow up or even 
snap in half after particularly bad 
crashes, leading to poor old Mr 
Damage being fatally injured and 
taken out of the race, which adds a 
real sense of danger to the game. In 
the first game, the only real danger 
you had to fear was the timer 
running out, not destroying your car 
by driving off a cliff. The car handling 
has also been greatly improved 
to give a more realistic 
feel, and there is a 
greater variety of 
vehicles at your 
disposal, from a 
combine harvester that 


The tracks wilt be a lot more 

interactive than in the first game 


slightest little thing, apart from a few 
exceptions, our roads are pretty much as 
safe as they’ve ever been (i.e. not very). 
At the time of its release, Carmageddon 
caused just a little bit of controversy, 
mainly because of the game’s aims; to 
race round tracks, from city streets to 
country lanes, deliberately hitting 
zombified pedestrians and cows in the 
most outrageous ways possible. Make 
enough money from this and you could 


designed in separate 
sections, meaning 
that bits can 


break off. such 


this sequel, making it much bigger, much 
faster, and much better in every possible 
way. the only problem is where to begin? 
Perhaps the cars themselves. 

The cars in Carpocalypse Now will 
be much improved over the originals, 
and there are now 40 compared with 
the original’s 25. In the first game, 
there was only a limited amount of 
damage that your car could suffer, 
from crumpling up to catching fire, 
and considering the damage they 
suffered, the cars got off 
lightly. But in Carpocalypse 
Now the cars have been 


build your car up to be an even more 
efficient killing machine. 

Now Max Damage is back in the 
driver’s seat for Carpocalypse Now, 
having cleaned the blood from the first 
game off his car he’s ready for more. 
Stainless Software have gone all-out for 


h yes. Carmageddon, the game 
that brought a gratified smile 
to the faces of anyone who’s 
suffered from road rage. Although a few 
years ago social commentators where 
forecasting a rise in road-related violence 
and irate motorists fighting over the 


THE CARS SEEM A BIT MORE SEXUALLY ACTIVE THAN THOSE IN THE FIRST GAME^ MQUHTIHG THE CURBS IS MOT THE DMUf SPflRT IM T SEEMS PREVALENT HERE. BUT WE PON T KNOW WHAT WHAT THE ATTACHMEHT. 
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nPH CONTROVERSIAL! 


he original Carmageddon caused a fair bit of controversy, not least because 
of its subject matter, and the sequel’s sales will probably also be helped by 
the inevitable outrage that will greet its release. On the original game the blood 
was green, the pedestrians were called zombies, and a later Splatter Pack’ was 
released enabling red blood to be seen. Now. with Carmageddon 2, there are plans 
for an 18-rated version to be released with red blood as well as a possible 15- 
rated green blood version. Stainless are also hoping that an editor will be 
available, perhaps through the Internet, that will allow players to edit the zombies 
to their own particular tastes like the Quake II Skin Pack. 


spits out its bailed-up victims behind 
it to a wingless aeroplane that slices 
its victims with its propellers. 

Weapons of war 

To stop it becoming a boring racing 
game, the need to leave the track and 
explore for power-ups and pedestrians 
added a new element to the gameplay of 
Carmageddon. With Carpocalypse Now, 
there will be double the amount of the 
original's, with all the basics such as 
speed boosters, time or money, as well 
as some rather interesting new ones, 
from pedestrian-seeking napalm and 
mines to ones that must be a product 
of some very sick minds. The 
Repulsificator (for both opponents and 
pedestrians) is a large coiled spring that 
shoots out from the car, hits its target 
and springs them far away. If you get 
right up to a cowering pedestrian and 
unleash it, they fly off far into the 



distance, bouncing off any walls or 
buildings that they hit. Apparently it's 
even possible to fire them from one side 
of the level to another, and on other 
vehicles the Repulsificator can cause 
tremendous damage. Perhaps an even 
better new weapon available will be the 
huge spiked ball on a steel 'tail' at the 
rear of your car which can be 
manipulated in a very realistic manner. 
By turning the car the ball can be swung 
around behind you, taking out cars and 
pedestrians - but be warned that the 
ball weighs more than the car, and if it's 
tipped over the edge off a cliff, you'll be 
pulled down to the bottom. There will 
also be some hilarious new power-ups 
that can affect the pedestrians in the 
game, including filling them with helium, 
making them suicidal and getting them 
drunk. Features such as these are 
arguably the main reason why the first 
game was so playable: the racing could 


take a back seat to unparalleled carnage 
and mayhem produced by the use of 
various power-ups. Hopefully this sequel 
will keep a healthy balance between the 
racing part of the game and the death 
and destruction i.e. loads of the later 
with a little bit of racing in between. 

Cleared for Take-off 

The tracks on which you encounter 
your victims will also be changed for 
the sequel. In Carpocalypse Now, there 
are ten new environments containing 
30 tracks and ten mission levels. You'll 
find yourself driving in all manner of 
places, from the expected city streets 
and country villages, to a busy airport 
and even an aircraft carrier and 


There will be some hilarious 

new power-ups that can affect 
the pedestrians 


nuclear missile silo. Each environment 
will contain three tracks for you to 
race on, while the mission level for 
each environment will involve a 
specific task like killing a certain 
pedestrian within a certain time limit. 
To make this all the more enjoyable, 
the tracks will be a lot more 
interactive than in the first game, 
which means that you can guide Max 
Damage around shopping centres and 
airport terminals, accessed by driving 
through the glass doors (or windows), 
and then mow down hapless 
pedestrians. Hopefully, unlike the first 
game, it won't be too easy to get lost 
and the tracks will be clearly 
signposted. But Stainless haven't 
stopped there, and they are ensuring 
that all advertising hoardings, wooden 
fences and small wooden huts will 
provide a tempting target to the 
player - you'll probably find yourself 
enjoying the destruction of public 
property too much to stay on the 
track for long. As well as this, on the 
airport and aircraft carrier levels 
there will be planes taking off and 
landing while the race is going on, 
calling on the player to be especially 
vigilant if they don't want to be 





HUM. SNOW SCENES. ZOMBIE FLESH EATERS AND TWO WHEELERS IN MAJOR ROAD ACCIDENTS. YOU CAN’T SAY THE GAME DOESN’T HAVE ENOUGH GOING ON. LET’S JUST HOPg THg FINISHFD GAMF ITVF.S UP Tfl THF nPIGIMAI 
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crushed by hundreds of tons of 
aircraft. All in all this game will 
certainly keep you on your toes, and 
Stainless are claiming that there’s 
enough in each level to make the 
player think about trying out various 
ideas. One of these will definitely be 
concerned with the boulders that lay 
scattered around the Quarry levels: 
needless to say once you see these 
things placed on cliff tops above the 
track, you’ll know exactly what to do. 

Hit and Run 

So what about the actual 
pedestrians themselves? Well, 
Stainless Software haven’t left 
them out of the revamp, and they 
are now much improved to give a 
more satisfying feeling when they’re 


smeared across your windscreen. 
Instead of a small variety of sprites 
and zombies, the developers have 
improved the pedestrians from 
rather poor, blocky figures to about 
200 detailed polygon-based 
characters with detachable heads 
and limbs. Coupled with an improved 
Al, the pedestrians act more like real 
people than in the original; if you 
chase someone but don’t run them 
over, they’ll eventually stop running 
to catch their breath back and kneel 
in the street praying for their lives. 
’Hit Points’ now come into play as 
well, with certain pedestrians taking 
more damage than others, and most 


NOTHING BUT THE BEST 


will even survive you taking one of 
their legs off. forcing them to hop 
away screaming in pain, but at the 
time of writing there were only a 
few samples for the screams of both 
pain and horror, meaning that after 
a while the sound became more than 
a little repetitive. Needless to say 
that Stainless are hoping, with time 
permitting, to include far more 
samples for both the animal as well 
as human pedestrians, otherwise 
you may find yourself turning the 
sound off after a little while. 

New and Improved? 

The animals are perhaps where the 
most fun will be gained from this 
game, because as well as normal 
animals such as cows, dogs, deer 


n he team at Stainless Software are working 24 hours a day to ensure that 

Carpocalypse Now will hit the streets on time. The original idea for Carmageddon 
was a staid Destruction Derby-style of game, but as Matt Sullivan, the Development 
Manager, admits, it was too tempting to introduce a humorous element in the game, with 
various ways of disposing of the pedestrians and outlandish stunts, and hence a legend 
was born. Although not the most prolific of software houses, with only Carmageddon 
and now its sequel to date. Stainless Software have ensured that their products are of 
the highest standard, and have taken onboard all the feedback after the first game to 
ensure that Carpocalypse Now is much better than the classic first game. 


and sheep, the game will also 
feature a huge zoo that’s home to 
all manner of unusual and 
endangered animals, including polar 
bears, penguins, wolves and 
elephants. With an improved 
multiplayer option for use either 
over the Net or LAN (see box-out) 
and eight different camera views as 
well as a great action replay 
feature. Stainless are really pulling 
out all the stops to ensure that 
Carpocalypse A/ow will be 
sufficiently different from the first 
game to interest all PC owners, not 
just fans of the original. Rest 
assured that this game is going to 
be a big hit. with or without the 
inevitable controversy that’ll follow 
its release. ■ 
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FRV THE EREmV 

sunnv SIDE up 


lalits'^FiJeg .650 ft 9750 


In the 26th Century, the world’s fossil fuel supplies 
have been exhausted. Corporate empires rule the globe and 
war has become a game of profits and losses. Right now 
however, you have more pressing matters to worry about! 
You've got another UltraFighter on your six, an electric jet 
piloted by a mercenary employed by the ruthless Zindo 
Empire. Give him another second or two and he'll divert his 
battery power to his lasers and make Swiss cheese from 
you and your own UltraFighter. 


LAUMCHING | ^ 


ULTR^ FIGHTERS, The hottest solar pomered ( adrenaline rush junder the sun. 


www.imagicgames.co.uk • Ultrafighters is a trademark and Interactive Magic is a registered trademark of Interactive Magic, Inc. All other trademarks are property of their respective owners. ©1998 Interactive Magic, Inc. All rights reserved. 
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diar ireK: 

N.G: KUngon Honor Guard 
Superbike World Championship 
Newman-Haas Racing 
Emergency! 

Colin McRae Rally 
Magic & Mayhem 
Creatures 2 
Caesar III 
Roland Garros 98 
SWAT 2 

Jetfighter Full Burn 
Bass Masters 
Nightlong 
Total Air War 
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Swing 

Sanitarium 
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Explosive I Hot Property ■ Hazardous 



90-100% I 85-89% I 0-40% 


LONG, COLO WINTER 

You there, yes you! Before you go rummaging through this month’s bulging treasure trove of reviews, there’s 
something you ought to consider. The summer is now officially kaput. No more golden afternoons lying in the garden. 
No more evening strolls in shorts and flip-flops, just weekends of drizzle and dreary evenings which get dark before 
you even get home from work. What a tearful state of affairs this would be if it weren’t for Nr PC. packed with fun 
and frolics to see us through the bleak mid-winter. This month’s rations include CoUn McRae Rally, guaranteed to 
deliver a warm tummy glow. Klingon Honor Guard is like a big. fluffy duvet, and Superbike World Championship’s a 
piping hot water bottle for a perfect cosy dozy. 





Runs well without hardware acceleration and 
costs half as much as a normal full price game 


■ Graphics are quite bland and clinical and the 
movement of the ship is very unrealistic 


KEYBDARD/MOUSE 


Fast action in the mould of Forsaken 
and Descent. As such it’ll appeal mainly 
to fans of these particular games, but 
the £19.99 price point is sure to make 
sway the balance as well 




t the end of each review a box-out similar to the one shown here will list all the information you need. We display both 
recommended and minimum specs for each game - the amount of RAM. the processor speed, any graphics requirements 
and how much hard drive space you need. We then have a final verdict and score. 

For those interested in buying the reviewed game, its publisher and developer are listed, along with its price and release date 
at the top of the page. If you have access to the Internet, a Web address for the product is also supplied. 
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Review ___ 

PUBLISHER MICROPROSE DEVELOPER IN HOUSE PRICE £39.99 RELEASE OCTOBER 1998 WEBSITE www.microprose.com 



STAR TREK; NEXT GENERAnON; 

KUNGON HONOR GUAR{ 

Thought Unreal was the definitive first-person shooter? Think again. KUngon 
Honor Guard uses the same game engine and yet makes Unreal look like old hat. 



ince the sixties, Gene 
I Rodenberry's Star Trek 
universe has beconne an integral part of 
popular culture the world over, and the 
Klingons are perhaps the hardest race 
to ever grace the sci-fi genre - you 
certainly wouldn't want to meet an 
angry Klingon warrior in a dark alley. 


With Microprose's latest release, PC 
owners are introduced to the hardest 
Klingons of them all, the Honor Guard, 
an elite force whose sole purpose is the 
protection of the higher echelons of 
Klingon society. Now with a race so 
obsessed with war and fighting, their 
society isn't exactly going to be stable 


and peaceful, and the storyline of this 
game involves the attempted murder of 
the Klingon High Council and its leader 
Gowron. With Gowron laying in a critical 
condition, your training to join the Honor 
Guard is disrupted in order for you to 
attempt to find out who's behind this 
most heinous act. Under the orders of 


ONE BIG HAPPY FAMILY 


I here are about 24 different types of enemies that you’U encounter in this 
game, from Andorian smugglers, Lethians (mysterious creatures able to turn 
invisible). Nausicans (like a bigger, badder Klingon) and other Klingons. including the 
dreaded Honor Guard. Each type has their own level of intelligence and abilities, 
and as such will attack you in different ways; guard beasts are quite stupid and 
will just run towards you. but Honor Guard Captains are a different matter 
altogether. As if this wasn't enough, various individual characters appear, including 
Lursa and B'etor, two Klingon sisters trying to overthrow Gowron. 




1 OTHER OPTIONS... I 

Quake II 

UPC 5 - 94X Once ctmsidered an almost perfect 
game, nowadays it perhaps lacks a tittle in excitement 
and may be showing its age 

NOW 

90% 

Unreal 

UPC 11 - 94Z A great game in its own right but 
with this new version of the game engine now on the 
market the score has to drop. 

NOW 

92% 

Hexen 2 

UPC 1 - 91X An interesting variant of the genre, 
but being based on die original Quake engine is 
obviously looking dated now. 

NOW 

80% 
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star Trek: Ktinoon Honour Guard t 


the Honor Guard's leader Korek, you are 
sent with your mission advisor Captain 
Kurn to find the would-be assassins. 

More Than a Shooter 

Spread over 18 missions in seven distinct 
environments, this game is certainly no 
ordinary first-person action game. 
Instead of the missions being standalone 
in nature like Doom or Quake, the levels 
are connected by animations and 
rendered sequences of Captain Kurn 
detailing the latest developments in the 
story. This is where Klingon Honor Guard 
stands head and shoulders above other 
games of this genre, because instead of 
individual levels, this game plays like an 
action-packed episode of Star Trek, with 
you affecting the outcome of the 
storyline. The gameplay isn't simply 
restricted to running around shooting 
hundreds of aliens, and there are several 
missions that require you to place bombs 
in specific locations or find particular 
Klingons (to either rescue or kill them). 

At certain points during the game 
itself, characters will talk to you or give 
you helpful information that affects your 
mission. If nothing else these touches 
really help to break up the monotony of 
running down endless corridors firing off 
your weapons. This is not to say that 
these 'endless corridors’ all look the 
same, though, as each environment looks 
very different from the rest, with you 
finding yourself in such far-flung places 
as the Klingon Empire’s Capital City, a 
prison planet, a Klingon Bird Of Prey, and 
even a space station, with each designed 
to play in a specific way. On the space 
station levels you may be forced to play 
in zero gravity and risk getting sucked 
out into space. This game certainly 
couldn’t be called boring or repetitive. 

Thinking on your Feet 

Unlike other graphically impressive 
first-person games. Klingon Honor 
Guard isn't restricted to having only 
two or three bad guys on screen at any 
time, oh no. In this game you can be 
faced with 10. maybe 20 aliens running 
around all trying to kill you with no 
visible slowing down or jerkiness. As if 



This game certainly couldn't be 

called boring or repetitive 


this wasn’t impressive enough, the Al in 
this game has to be seen to be believed. 
Most new games these days boast 
about 'improved Al', but improved from 
what? An amoebae? 

In Klingon Honor Guard the bad guys 
are real tough hombres, acting exactly 
like you’d expect someone to react 
when you shoot at them - they duck, 
dive, roll, run off and call their mates, 
and even gang up on you forcing you 
into a corner. This means that you 
certainly can't get away with charging 
into a room without a bit of forward 
planning, but. then again, the action is 
so hectic you rarely have a chance to 
stop and think. 

Luckily Microprose have retained a 
happy balance between frenetic blasting 


action and the need to plan your next 
move, and if you are careful enough you 
may manage to sneak past people, but if 
you fire your Disruptor Rifle then 
obviously it's going to be heard and 
hence the alarm will be raised. Quite 
often if you're careful you can sneak 
into a room without its occupants 
noticing, and when you do this, the 
room’s occupants carry on with their 
business until you're spotted. This can 
be very impressive when you look 
through remote cameras that allow 
you to see Klingon warriors relaxing in 
a tavern or training in a gym. 

Better than Quake II? 

There’s so many little details in this 
game that really help to involve you in 



THE EHEMIES YOU MEET ARE QUITE VARIED, 
BUT LUCKILY WILL ALL DIE EASILY ENOUGH 

the action, and, dare I say it. make the 
game feel realistic. With all the other 
denizens of the game going about their 
daily business until you disturb them, 
there is a very tangible sense of a self- 
contained world within this game, 
helping to elevate it above the countless 
Quake II and Doom clones that don’t 
really consider how to give the genre of 
first-person shooting games any depth 
or involvement. This game deserves to 
take over from Quake II as the king of 
this genre, and with a multiplayer mode 
for up to eight players and loads of 
specially designed levels, as well as all 
the single player ones at your disposal, 
how can you resist? If there's any 
justice in the world this game will be 
bigger than Lt. Worf's jockstrap! ■ 



SDME DF THE LIGHTING EFFECTS IN THIS GAME 
ARE REALLY DF THE HIGHEST QUALITY 


DON T LEAVE HOME WITHOUT ONE 

□ t your disposal in this game are ID different weapons, ranging from a default 
knife and pistol to some truly impressive weaponry, all of which has two 
possible attacks. Also included are the great Batleth (A huge sword type thing, 
which, like the knife, can be thrown and later recovered), grenade and rocket 
launchers (each with two different types of grenades/rockets), a Spin Claw (a 
boomerang disc that buries itself in its victims), a Disruptor rifle (which can make 
bodies disappear) and the brilliant Assault Disruptor, which can either fire particle 
beams or burn bodies up in a great effect. 




playability, very involving storyline, and, 
of course, the Star Trek licence certainly helps. 


A small gripe but the animation is slightly 
dodgy when up-close to bad guys. 


PROCESSOR 

-- 

PI 66 

P200 

MEMORY 

32MB 

32MB 

HARD DRIVE 

64MB 

64MB 

GRAPHICS 

3DFX GRAPHICS CARD 

3D CARD 

CONTROLS 

MOUSE. KEYS AND JOYSTICK 


V ^DICT 


A fantastic game that finally utilises the 
Star Trek licence to its full potential. This 
is such a playable and engrossing 
experience that it deserves the status of 
an instant classic. Good work Microprose! 
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1 Review 

1 PUBLISHER VIRGIN 

DEVELOPER MILESTONE 

PRICE £34.99 

RELEASE OCTOBER 

WEB SITE www.vie.co.uk 

PLAYERS 1-16 




EXPLOSIVEl 

m 


MUST BUYI 


hampionship 


If you want to feel what it’s like to be careering towards a tyre wall 

out of control at nearly 200mph without the risk 
of hurting yourself. Virgin have just the thing! 


here's no sport quite like 
Superbike for sheer wind-in- 
ya-face exhilaration. In an FI 
car the driver’s cocooned in his little 
cockpit, but for a Superbike rider, 
more often than not there's nothing 
between flesh and tarmac save for a 
millimetre of leather and a couple of 
inches of thin air. Even on the 
straights going flat out at around 
IBOmph, it only needs a minute wobble 
to create a major crash situation. 


Nobody's managed to capture the 
essence of the sport yet, although a 
couple have tried. The problem is to 
strike a balance between keeping it 
realistic without making it so tricky 
as to be unplayable. 

EA's Moto Racer can’t really be 
counted as a simulation. Realism clearly 
wasn't high on the developer’s agenda, 
and the result is a limited if playable 
arcade racer. UbiSoft's Redline Racer 
seemed more concerned with 



There’s nothing between flesh and tarmac 
save for a miUimetre of leather and a 
couple of inches of thin air 
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Superbike World Championsiilp I 



breakneck speed than anything else. All 
very well, except it rendered the game 
almost unplayable with the top bikes. 
Reactions gave way to memorising the 
track and hoping for the best. The 
closest competitor, however, has to be 
Gametek's Castrol Honda Superbike 
World Championship (phew). It's a fairly 
realistic simulator with some nice 
features, however, with only the 
Castrol Honda licence and none of the 
other teams or actual championship 
tracks, anyone with a knowledge of the 
sport will surely be put off. 

Born to be Wild 

Superbike has no such problems. The 
licence takes in all the teams, riders 
and venues featured in the Superbike 
championship, making it the only 
accurate rendition of this rapidly 
growing sport available. From the 
main menu screen three different 
options are available; choose from 
single player, multiplayer or Superbike 


World. This isn't actually a game 
option but a section for enthusiasts 
and bike racing Stattos, featuring 
loads of information on the various 
teams, riders and circuits. It has 
details of previous World Champions, 
lap records facts and figures to keep 
trivia fans digging for days. It doesn’t 
have any bearing on the actual game, 
but it's a nice little extra if you want 
it. If not. then just ignore it! 

All the major teams are included 
with the 16 top riders. You'll notice 
that real Superbike racing features 
more than 16 competitors. The 
numbers are made of amateur riders 
(known as privateers) who pay to 
take part. They don’t figure in the 
World Championship however, and are 
therefore not selectable in the game. 
Those that are will be instantly 
recognisable to followers of the real 
thing. All the helmets and 
personalised leathers have been 
individually and accurately recreated. 


All the helmets and personalised 

leathers have been individually 
and accurately recreated 


OTHER OPTIONS... 


Redline Racer 

UPC 8 - 9Q% Excellent graphics but unfortunately 
hardware only, and in no way a simulator. It owes more 

NOW 

to Road Rash than it does to a serious bike sim 

85% 

Castrol Honda 

UPC 9 - 83X Lacks the real courses and a 
proper World Championship competition SWC also 

NOW 

exposes its limitation as a true sim 

83% 

Moto Racer 

NOT REVIEWED You can get stuck straight into the 
racing but there’s not a lot to keep you coming back 

NOW 

once you’ve sussed the simplistic controls 

N/A 


along with the correct livery for all 
twelve teams. The level of graphical 
detail is simply superb, with the in¬ 
game first-person views actually 
changing depending on which bike is 
being ridden. The instruments are all 
true to the actual machines. 

Silver Machine 

Equally impressive is the attention to 
detail on the tracks. These have been 


rendered with painstaking accuracy 
using detailed schematics and actual 
topographical and geometric 
information from the real-life circuits. 
So detailed is it that every bush and 
telegraph pole is where it should be 
(unless of course somebody’s pulled 
’em up since). The bike physics have 
been similarly tailored to make sure 
everything is accurate down to the 
last second. In effect a good lap-time 


in the game should be directly 
comparable with a good lap according 
to the 1998 track layouts and bike 
specs. As you can imagine, that’s a lot 
of parameters to tweak! 

Not that it matters how much 
statistical accuracy you’ve got if it 
plays like a pile of waz, but don’t worry: 
SWC is unique in that it’s the first 
motorbike game to use a specially 
created motorcycle physics engine. 

























I Review 



Previous games have used what's 
basically a car game engine with a 
leaning and swaying motorcycle giving 
the illusion that it's actually a cycle 
sim. SWCs engine has been created to 
account for only two tyres in contact 
with the road as well as recognising 


two separate forces acting on the bike 
- those of the bike itself and the rider. 
Cornering on a bike isn't the same as a 
car, where you just turn the wheel. It's 
all to do with leaning and shifting body 
weight, which is fully taken into 
account to give the game the most 
realistic feel possible. The upshot 
is that without an analogue 
controller you needn't bother, 

The message is simple: get 
one, because this is one of 
the best racing 
simulations I've ever 
played, and without doubt 
the best bike game ever. 

There are two race 
modes: arcade and 
simulation. Obviously 
arcade is a bit more pick n' 
play and lets you get away with 
that little bit more. You're still 
going to have learn the nuances of 
riding a bike as opposed to a car if 
you're going to get anywhere 
though. The first thing you notice 
is how much earlier you have to 


After all, if you didn’t want a real 
bike simulator, why would you buy 
a game like this at all? 

break. With cars you can usually 
get away with a bit of a slide if you 
brake too late, but with a bike you 
can forget it. For serious players, 
however, full simulation mode is 
the only way to play it. After all, if 
you didn't want a real bike 
simulator, why would you buy a 
game like this at all? 




THERE ARE A RANGE OF DIFFERENT CAMERA VIEWS TO CHOOSE FROM WHEN RACING AND VIEWING THE TV-STYLE REPLAYS IN ALL THE GAME'S GLORY 
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It all comes together to form a very 
complete package which involves and 
rewards the player on every level 




rider comes off. The speed and 
direction of the bike is taken into 
account and it reacts just as you'd 
expect depending on what it hits, as 
does the rider as he's hurled from the 
seat. This also exhibits the way the 
rider's momentum and mass is taken 
into account when calculating the 
movement and inertia of the back. 

Anyone even slightly interested in 
motorbikes will be chuffed to bits that 
at last there's a game which actually 
captures the feel of what the sport's 
all about. Gamers in general will 
appreciate the fact it's a bit different 
from the normal car sims we're so used 
to. GP Legends looks like it'll set a new 
standard for that particular genre, but 
to do it justice. SWC ought to be put in 
a separate genre altogether. It's a 
whole new racing experience, and one 
you should seek out with the utmost 
haste. This is an absolute gem which'll 
keep you occupied for months to come 
- buy. buy, BUY! Miles 


improve and gain experience, you'll 
be able to delve deeper into what is 
a remarkably complete sim. You can 
alter the bike set-up to account for 
the track and conditions. 

Everything from tyre compounds to 
gear ratios and shocks can be 
tinkered with in an effort to shave 
a few more tenths off those lap 
times. The ultimate comes from 
learning to ride from the rider's 
viewpoint with the view shifting to 
nearly 90° on those sharp bends. 
This also demonstrates another 
nifty effect: the movement of the 
rider's head is calculated 
independently of the bike, so the 
viewing angle remains realistic at all 
times. It all comes together to form 
a very complete package which 
involves and rewards the player on 
every level. Though tricky to get to 
grips with, the feeling of 
satisfaction when you get the hang 
of it is tremendous. There's a real 
sense of achievement to be had by 
taking a bend perfectly, coming 
through the apex, accelerating 
away and just brushing the kerb on 
the far side with your tyres as you 
exit the bend. And hey - I don't 
even like motorbikes! 


Wheels of Steel 

Multiplayer mode allows up to 16 
players to compete over a network or 
the Internet. Special mention must 
also go to the replay mode, which is 


absolutely stunning. In fact, if you 
squint up your eyes a little it could 
almost be mistaken for TV - the 
resolution and draw distance is that 
good. In fact pop-up is almost non¬ 
existent. despite the quantity of 
trackside features extending well into 
the distance. Replays can be saved to 
the hard drive so you can relive your 
greatest victories or most spectacular 
crashes time and time again, and the 
only limit on number is the size of your 
hard drive. Incidentally, it's interesting 
to note the accuracy of the crashes. 
There's not a set routine each time a 



THROW THE BIKE AROUND THE CORNER TO KEEP YOUR NOSE IN FRONT OF THE OPPOSITION RIDERS 
^ THIS COMPETITION C AN BE MADE UP OF UP TO THIRTEEN OTHER HUMAN PLAYERS VIA A NETWORK 




Looks, sounds and feels spot on. The quality 
shines through in every respect 


Might seem a little tricky at first - other than that 
it’s difficult to find anything nasty to say about it 


PROCESSOR 

P166 

P200 

Loads of depth, you can really get your 

MEMORY 

16MB 

32MB 

teeth into this game. There’s a long 

HARD DRIVE 

100MB 

260MB 

learning curve and you’ll be playing it for 

GRAPHICS 

SVGA 

30FX 

months. It could be more realistic, but 

CONTROLS 

KEYBOARDS ANALOGUE STICK 

only if you doused your PC in engine oil! 
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[publisher pysgnosis 

DEVELOPER BIZARRE CREATIONS 

PRICE £34.99 

RELEASE OCTOBER 

WEB SITE www.newmanhaas.coni 

PLAYERS 1-B 






I ith the likes of 
Destruction 
I Derby, the 

Wipeout games and Formula 
I, it's probably fair to say 
Psygnosis know a thing or two about 
racing games. FJ '97 is carrying on the 
trend and can expect a new wave of 
interest after Damon Hill's recent (at 
the time of writing) heroics in 
Belgium. Who'd have thought it. eh? 
But I digress. FI '98 is set to be a big 
hit, with a complete rewrite and a 
more realistic simulation promised, so 


WHIZZING PAST SPECTACULAR VIEWS IN EXDTIC LOCATIONS IS WHAT RACING’S ALL ABOUT. HONES T ! 


rough and ready world of IndyCar (now 
known as the CART Championship, for 
reasons which elude me). 

Co CART 

Unlike the increasingly sanitised 
Formula 1 circuits, with their low gear 
chicanes and vast run-off areas, the 
tracks in the CART series are 
definitely not for the faint-hearted. 


You've conquered the world 

of Formula X now try your hand 
at the American CART World Series. 


where does that leave Newman-Haasl 
Newman-Haas Racing is. for those 
not in the know, an Indy Car team in 
the States co-owned by famous actor 
Paul Newman and some other bloke, 
presumably called Haas. It doesn't 
take a genius to figure out, therefore, 
that Newman-Haas - the game - 
takes us out of the familiar territory 
of Formula 1 and into the much more 
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Newman Haas RaciwI 







TEAM NEWMAN/HAAS 




IT'S A SHA M E THERE S HQ OPTION TQ RUH OVER GINGER-SPICE AND GEORGE MICHAEL BEFORE THEY HAVE TIME TO RECORD THERE IMPENDING DUET. UGH! 


Whether it's bumpy street circuits 
where the spectators are almost 
standing on the track and gravel 
traps simply don’t exist, or the high 
speed ovals where speeds of around 
200mph are maintained throughout 
the race and any crash is bound to be 
a doozy, you know you're in for a hell 
of a ride... hopefully. 

Players can choose to race as any 
of the featured drivers, including 
Newman/Haas's Fittipaldi and 
Andretti. Options are available to 
compete in a single race, quick race 


or complete championship season. All 
these options are customisable with 
four skill settings and race distance. 
If you want you can go the whole 
hog and race the full number of laps, 
but if a couple of hours can't be 
spared, the number of race laps can 
be set manually. There are then 
practice and qualifying periods, 
lasting for half an hour each, in 
which you get to familiarise yourself 
with the track and try for a decent 
grid position. However, nowhere near 


as much emphasis is placed in 
qualifying as in Formula 1. as there's 
so much more overtaking during the 
actual races. At the end of a 
championship race the drivers are 
awarded points for finishing 


positions, the winner getting 
twenty, and so on down the field, 
similar to FI. Come top of the points 
at the end of the season and you're 
the champion and get to go out with 
all the best lasses. Wahey! 

Mr Muscle 

Newman-Haas is polished up to 
Psygnosis' own high standards, with 
crisp, smooth as silk graphics and real 
sense of speed. Though it’s billed as a 
simulation, it's a little more arcade- 


orientated than FI '98, meaning it's a 
lot easier to jump straight into the 
cockpit and start racing. There isn't a 
realistic-looking in-cockpit view, 
which won't bother arcade speed 
freaks, but those looking for a more 
grease-under-the-fingernails, hi- 
octane experience will be a little 
disappointed. Those who know the 
sport will also mourn the fact several 
of the real life teams and drivers are 
missing. After all, this is a team 
license, not, like Formula 1, an all- 


encompassing CART Championship 
deal. This is America after all! 
Although Jacques Villeneuve's legal 
action and subsequent removal from 
FI '98 shows it's not just the USA 
where money talks and everyone's a 
trademark first and sportsmen 
second. Ouch! Sorry, fell off me 
soapbox there... 

As a racer on its own merits, 
Newman-Haas is a pretty fair game. It 
looks good, plays smooth, has all the 
multiplayer options, racing modes and 


Any crash is bound to be a doozy, you 

know you’re in for a belt of a ride 


□ ewman/Haas Racing was formed back in 1983 by actor Paul Newman and racer Carl Haas. They got 
together and recruited legendary US racing-type fellow Mario Andretti to drive the first 
Newman/Haas car. He remained with the team for several years, winning Indy Car titles and 
partnering Nigel Mansell when he joined the team for a couple of seasons after 
quitting Formula 1. Mansell won the title in his first year but found it more 
difficult second time around and left. These days the team's two mean-looking 
black cars are driven by Mario's son Michael Andretti, now the most successful 
driver in CART (Championship Auto Racing Teams) history with 36 victories, and 
former FI star Christian Fittipaldi. Fittipaldi is one of several drivers in CART racing to have 
been tempted away from Formula 1 for the extra excitement offered by the less technically- 
orientated racing. Another is Englishmen Mark Blundell, driving for PacWest Racing Group 
and enjoying a new lease of life across the pond after a fairly quiet FI career. 




y he 1998 season sees Newman/Haas employing the 007.i Swift, or. to give its 
' full title, the Kmart/Texaco/Havoline Swift-Ford/Cosworth (phew) for the 
second season running. Last year the car made its debut and won the opening race 
of the season - the first time in fourteen years a US-built chassis had won a race 
in Indy Car/CART racing. However, in a major contrast to Formula 1. the Swift is now 
available for other teams to buy and race through Carl Haas' auto import company, 
and Della Penna Motorsports driver. Richie Hearn is in one this year. 
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TRACK RECORD 



here’s a lot variety in the tracks. Some are twisty turny courses similar tyo those found in Formula 1. Then there are the high speed ovals like 
circuits such as Houston where every corner is a right angle bend. Brake even slightly too late and you’ll be eating wall before you know it 


the Milwaukee Mile, and street 




OTHER OPTIONS... 

FI '97 

UPC 7 - 91X A good if tricky FI simulation 

Arcade mode is more comparable to Newman/Haas. 

NOW 

but it has the bonus of a more realistic simulation. 

87% 

Johnny Herbert Grand Prix 

UPC 13 - 80% A reasonable stab at an FI game 
but pales in comparison to Psygnosis' effort. Still worth 

NOW 

a look if you can't get enough of this sort of thing. 

80% 

Prost Grand Prix 

UPC 13 - 48% Certainly the poor relation of the 
recent crop of Formula 1 games and should be 

NOW 

avoided at all costs. Don't be tempted. .. 

48% 



got Johnny Herbert Grand Prix, Alain 
Frost's game, FJ (both versions), Grand 
Prix 2, Grand Prix Legends and FI '99 to 
come, and the list is sure to get longer. 
The CART element is the pink carnation 
to make Newman-Haas stand out, but 
for those with no interest in the CART 
series (and that means pretty much 


Newman-Haas is polished up to Psygnosis' 

own high standards, with 
graphics and real sense of speed 


everything else par for the racing course, 
but that's the problem - it is simply 
more of the same. It ain't the worst, but 
it's not the best either. Racing games 
need an angle to give 'em that much- 
needed interest injection. We've already 


everyone outside America), that’s not 
likely to carry much appeal. 

Real wheels 

The main thing you notice when you 
start is the ease with which the 


wheels tend to lock up approaching 
bends. Even without applying the 
brake, any hard steering at speed 
sees you hurtling out of control in 
whichever direction the car happened 
to be heading at the moment the 
wheels locked. To avoid such 
unpleasantness careful attention 


crisp, smooth as silk 


must be paid to the radar 
representation of the track 
displayed on the right of the screen, 
This can be used to anticipate 
upcoming sharp bends and you can 
prepare yourself for the necessary 


BOUGHT THE T-SHIRT 


fyyi ith one of America’s most famous movie stars as co-owner and the best 
known and most successful driver ever sitting in the car Newman Haas is 
clearly the most marketable team in the CART series, with merchandising and 
spin-offs bringing in loadsamoney. 
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mi 


C oth Newman/Haas drivers are 
themselves the sons of famous 
racers. For Michael and Christian, read 
Mario and Emerson. This is Andretti 
and Fittipaldi’s fourth season racing 
together, but so far during their 
partnership they’ve experienced 
contrasting fortunes. 


The 27 year-old Brazilian was born in 
Sao Paulo, but now lives in Miami. He 
spent some time in FI. but since 
joining the CART series and 
Newman/Haas has experienced a 
career-threatening leg injury in 1997 
which he has successfully come back 
from. Will be hoping to notch his first 
win this year. 

FIRST SEASON: 1995 
RACES: 43 
WINS: 0 
POLES: 0 

BEST FINISH: 4TH 


At 35. Michael Andretti is getting on a 
bit. but he’s the one the kids want to 
catch, with a record number of wins 
in Indy Car/CART - 37 in total. He’s 
spent eight years with the 
Newman/Haas team and has over 200 
races behind him. Probably the most 
famous driver in the sport. 

RACES: 211 
WINS: 37 
POLES: 30 
BEST FINISH: 1ST 


HDW L DMG WI LL IT BE B E FORE NOBODY RAC E S F OR REA L AMD EVERYONE JUST PLAYS COMPUTER BAMES TO BET THEIR KIHKS SCARY THnilliHT FHI 




Win 

wm 




THE DETAIL OH THE CARS IS EXCELLENT. WITH ALL THE AUTHENTIC SPONSORS CLEAR AND VISIBLE. WONDER IF THEY HAD TO PAY TO BE IN THE GAME? 


speed adjustments. The car set-up 
can be adjusted to help with three 
gear settings - one for acceleration, 
one for top speed and one 
intermediate. Also tyre compounds 
and downforce can be changed 
depending on the conditions and how 
confident you are in your own 


abilities. Running less downforce will 
give you more speed but make the 
car harder to keep on the track. As 
far as I could see, crashes cause four 
levels of damage. A front end shunt 
will most likely take the nose cone 
off without any discernible change in 


performance. Further shunts can 
knock the front wheels out of whack 
making steering virtually impossible 
and a trip into the pits should be 
made. Similarly you can damage the 
engine losing a lot of power or, in a 
really big smash, the engine goes 
altogether and it's race over. 


The tracks aren't particularly 
inspiring. I guess they accurately 
resemble the real thing, but, nice as 
they are to look at, they lack 
interesting features. There are few 
chicanes. It seems to be either 
sweeping flat-out bends or first gear 


hairpins. The Houston circuit, for 
example, consists entirely of 90 
degree corners. Then there are the 
ovals. It might be exciting in the real 
thing, but driving round and round in 
circles for 40 odd laps (if you're going 
for full race distance) gets old real 
quick. Then again, maybe I'm just too 
set in the ways of FI to appreciate 
anything a little different. 

As an arcade racer this'll give you a 
few new tracks to have a go at. 
However, as a simulation it loiters in 
that shadowy halfway house area 
which arcade players find dull while 
sim fans bemoan the shortcomings in 
the realism department. Personally I’d 
go for Grand Prix Legends or hang on 
for FJ '99. Miles 


Racing games need an angle to give 'em 

that much-needed interest injection 


A* 





to play, this will appeal to arcade players and 
looks very nice with smooth, colourful graphics 


It’s all too limited. You don’t have to worry about 
10 1 3 9 2 4 2 0 1 0 01 ^ getting a feel for the car 


PROCESSOR 


MEMORY 

16MB 

32MB 

HARD DRIVE 

200MB 

2500MB 

CRAPHICS 

SVGAorSDFX 

3DFX 

CONTROLS 


KEYBOARD OR WHEEL 


Not Psygnosis finest hour when it 
comes to racing games, or any games 
for that matter. It’s not bad. but it’s not 
all that good either. You really need to 
have an interest in CART Racing 
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PUBLISHER BLACK FRIAR DEVELOPER IN HOUSE PRICE £29.99 RELEASE SEPTEMBER 


WEB SITE N/A PLAYERS ONE 


EMERGENCY! 


Have you ever been lost in the mountains for hours waiting to be rescued 

and thought how much more efficient the rescue service would be if you 
were running it? Well, now's your chance to prove it! 



n f you've experienced lying by 
the roadside in a pool of blood 
having been hit by a tractor 
and spent the time considering how. if 
you were in charge of the ambulances, 
you'd have been wrapped up warm in 
hospital by now with a steaming mug 
of aspirin and a naughty night nurse 
by your side, then Emergency might 
be for you; a game in which you take 
control of local emergency services 
and clean up a series of disasters. 

Before each mission there's a 
rendered sequence showing the 


accident actually taking place. You can 
then survey the scene in game mode 
represented by a forced perspective 
3D view. Once you've decided what's 
needed, it's back to base to equip and 
mobilise the necessary units. If people 
are injured you'll need an ambulance. If 
there's a fire then a fire engine would 
be a good bet. and the police can be 
used to hold up traffic and keep 
onlookers at a safe distance. 

First click on a vehicle in the parking 
lot. then select the personnel to go with 
it. There's a range of fire engines. 


You’d have been wrapped up warm in hospital 
by now with a steaming mug of aspirin 
and a naughty night nurse by your side 



LOOK AT ALL THOSE INANE PEOPLE RUNNING AROUND WITHOUT A CARE IN THE WORLD. DON'T THEY 
REALISE THEY'RE ALL IN TERRIBLE MORTAL DANGER? I DESPAIR FOR HUM ANITY. I REALLY DO!- 



ambulances, police cars. etc. and later 
missions offer extra equipment like 
helicopters to make your job that little 
bit easier. Everything's mouse controlled. 
Vehicles and people are controlled by 
selecting them, then pointing and clicking 
where you want them to go. with icons 
and menus used to issue specific 
instructions such as enter/exit vehicle. 

Mild Emergency 

Emergency would be a mildly 
entertaining diversion if ever you find 
yourself with nothing better to do. but 
to go out and pay full price for it? It's 
so bland and robotic the way you send 
in units one by one to deal with each 
situation the way the tutorial said. 

The firemen, doctors and policemen 
should really have personalities, and 


perhaps an element of staff 
management similar to Theme 
Hospital. It also lacks the humour 
which made Theme Hospital (and Park 
before it) so popular. Both were pretty 
heavy strategic titles once you got 
into them, but the lighter comical side 
made them so much more accessible 
to people who wouldn't normally like 
that sort of thing. With this you're 
gonna take one look at the mediocre 
graphics, possibly, if you're a tolerant 
person, delve briefly into the game and 
then get bored very quickly. As a 
reviewer seeing dozens of games every 
month, one tends to see the good and 
bad in everything. Having played this I 
can see some nice ideas, but if I'd just 
been out and spent E30 quid on it. well, 
that's another matter. Miles 



original idea with some decent features. Scores 
few brownie points on novelty value 

The graphics are very dated in comparison to 
other games. The play is too slow and fiddly 


PROCESSOR 

—■ym 

P90 

Kill 

P90 

MEMORY 

16MB 

16MB 

HARD DRIVE 

132MB 

250MB 

GRAPHICS 

SVGA 

SVGA 

CONTROLS 


MOUSE 


VERDICT 


A nice idea which unfortunately doesn’t 
really cut it due to a lack of polish 
and fine tuning to the potentially 
interesting gameplay 
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TAKING MULTI-FORMAT GAMING TO THE NEXT MILLENNIUM 





GUESS WHO’S BACK? 


Dreamcast becomes reality... 
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Welcome to the future. 
of all-format gaming 


0"ONTROL 

TAKING GAMING TO THE NEXT MILLENNIUM 


elcome to the magazine that is destined to become the ultimate games bible for all hard-core gamers. We 
believe that this sample issue of Total CONTROL will convince you that you’ll want to grab a copy of the 
UK’s most exciting new launch every month. 

Why? Well read on and you’ll discover that Total CONTROL will always be the first magazine to break the news 
on next generation machines, it will always be the first magazine to showcase the latest developments in games 
technology, and It will always have the most in-depth and Informative game reviews on the market. 

Once you’ve read through this free sample Issue you’ll have a better Idea of what Total CONTROL is all about. We 
want to ensure that when you buy Total CONTROL you’ll be confident you’re getting a magazine that caters for the 
needs of dedicated gamesplayers everywhere. 

Before you turn the page here are three reasons why we recommend making use of the subscription form on page 15: 


If, like most of us, you’re a techno junkie and always want to be the first to hear about the latest developments for 
the next generation of gaming machines. Total CONTROL Is the magazine for you. 

Our editorial team have all worked on a wide range of best-selling gaming magazines, and their expertise will be 
complimented by experienced contributors from Japan and the USA. This will ensure that our Interviews, features 
and news will be both well informed and entertaining. 


Every issue Total CONTROL will bring you 164 pages of high quality, ground-breaking news, interviews, showcases 
and reviews on ail aspects of hardware and software development. Total CONTROL’S innovative editorial and design 
will bring this information to you in an exciting and entertaining style. 


The launch Issue of Total CONTROL will cost you just £1.50, making it the best value multi-format title on the market. 
When you look at the price and the number of pages on offer, no other magazine can match Total CONTROL. 

The message is clear - If you want to be ahead of the rest of the gaming world and read intelligent editorial, 
backed up by ultra-stylish design. Total CONTROL is the only magazine for you. 

Stunning value for money, outstanding entertainment and ground-breaking information all for just £1.50. 
Don’t miss out, order your copy of Total CONTROL today. 
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Your chance to get twelve issues for the price of nine 















As the title of the 
section suggests, our 
news will provide the 
most up-to-the-minute 
and in-depth coverage 
of major gaming 
events possible. Never 
content with simply 
accepting the 
information provided 
by the publishing 
houses and developers 
concerned, we will 
always investigate 
beyond the hype to 
get the views and 
reactions that matter. 




REPORTAGE 


TOTAL CONTROL UNEARTHS NEWS ON SEGA’S STUNNING NEW SDNIC GAME. 
WHILE KONAMI GIVE PLAYSTATION OWNERS A GREAT REASON FOR BUYING ISS 
PRO '98. ALSO, NINTENDO’S MEMORY EXPANSION PAK LOOKS LIKE REVIVING 
INTEREST IN THE FLAGGING N64 MARKET WITH A HI-RES TUROK 2. .. 


SONIC-KU! 

SEGA ANNOUNCE 
SONIC’S RETURN 


SOIMIC STORMS BACK IN A NEW 
ADVENTURE FOR DREAMCAST 


S he long awaited return of Sonic 
the Hedgehog is about to come 
racing onto a Dreamcast near 
you. Saturday 22nd August saw 
Shoichiro Irimajiri, the Sega president, 
reveal to a packed press conference 
the latest instalment of the Sonic 
series, entitled Sonic Adventure. 

The story centres around the re- 
emergence of Dr. Robotnik. He's been 
busy in South America, unearthing a 
deadly, primal force known as ‘Chaos’. 

“I HAVE TO FOCUS ON THE DETAILS 
CREATE A VAST MAP AS WELL... IF 
CREATE MAPS QUITE AS LARGE AS 


Other secret characters. The key here 
is that the speed and direction of the 
game changes depending on which 
character you select. Sonic's main 
attribute is speed. Tails can fly, and 
Knuckles is able to float and dig. 

Graphically, Sonic Adventure is 
nothing short of breathtaking. Levels 
are reportedly twenty times the size of 
Mario 64 and boast far more detail. 

The game runs at 60fps - fast. Yuji 
Naka, project leader, and the Sonic 

OF THE 3D WORLD, BUT I HAVE TO 
IT WERE MARIO, I WOULDN’T HAVE TO 
THIS " YUJI NAKA SONIC TEAM LEADER 


This elemental force is responsible for 
drowning an entire city, wreaking 
terrible destruction in its wake. It's 
Sonic's task to defeat Chaos and Dr. 
Robotnik and save the world (again). 

Comparisons with Mario 64 are 
understandable - the game is a three 
dimensional adventure, albeit with 
enough differences to separate this 
game from Miyamoto’s classic. 
Although the game is not on rails, the 
player is guided by the angle of the 
camera - when it is in the chase 
position, you are heading to the ‘next’ 
part of the level. The core of the 
game is based on action (expect lots 
of gold ring collecting), but RPG 
elements have been included too, 
with Sonic able to recruit new allies 
and gain information by talking to 
characters in the new Sonic world. 

Sonic Adventure features six 
playable characters: Sonic (obviously). 
Tails, Amy Rose, Knuckles, and two 


Team are especially proud of the 
richness and variety in Sonic 
Adventure, but one of the key aspects 
of the game is its sheer size. Levels 
have to be huge to cope with Sonic’s 
speed. Says Naka-san, "I’ve put huge 
efforts into creating a big map. Of 
course, 1 have to focus on the details 
of the 3D world, but I have to create a 
vast huge scale map as well. This is 
the most difficult aspect of Sonic 
Adventure. If it were Mario or a slower 
character, I wouldn’t have to create 
maps quite as large as this.” 


"I created the huge world first for 
Sonic, but then thought, ‘why not 
utilise these maps for other characters?’ 
Maybe I could add some variety to the 
game - not just running quickly through 
this huge world. That’s one of the key 
concepts in the game.” 

Sonic Adventure will be released 
at the same time as the Japanese 
Dreamcast on November 20th. We’ll 
have more details on Sonic’s 
Dreamcast outing next month. 


Pre-rendered scenes are impressive. 
Note this shot of the game’s main 
bad guy, Chaos 


Sonic in all his three dimensional glory makes Mario look positively wet 


I QUAKE III ARENA 


S ctivision have confirmed that they will be publishing the third instalment of the most successful online game in history: Quake III Arena. Id chief. Todd 

Hollenshead, commented: ’Game enthusiasts saw an incredible jump in intensity from Doom to Doom II, then again with Quake to Quake II. With the release 
of Quake III Arena, they’ll get another adrenaline rush like only Id can deliver. Quake III Arena will be a one-of-a-kind, first-person action game." Anna Kang. 
Id’s director of business development, added: "We always strive to give our fans the action-packed games they crave. Arena gamers will get the best of both worlds; 
phenomenal single-player action along with unstoppable multiplayer deathmatch capabilities via the Internet. If you think you’ve seen cool games, you ain’t seen 
nothing yet. ” No firm release date has been set for the game other than 1999. 
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TUROK 2 EXPANSION 


m 


I cclaim has announced some 
mouthwatering details on their 
big winter game, Turok 2: 

Seeds of Evil. The game will not only 
come on a 256Mbit cartridge (only 
Zelda 64 can boast the same size cart) 
but will also run in the N64’s hi-res 


mode. This will only be possible with 
the 4MB expansion pack, but the 
game will still run in normal resolution 
without. Judging by the quality of 
visuals in Acclaim’s recently released 
All Star Baseball ‘99, this is exciting 
news for N64 owners. 


Rumours have it that Perfect 
Dark, Extreme G 2 and Shadowman 
will also require the memory 
expansion. Is this the dawn of an all- 
new hi-res development for the N64? 
Only time and sales of the Expansion 
Pak will tell... 



ISS BONUS FOR PLAYSTATION OWNERS 


W 


ith the multi-format 
European release of ISS '98 
imminent, Konami have 
released details of an exciting 
package. The first shipment orders of 
PlayStation /SS ‘98 will feature a 
fully playable demo of Metal Gear 
Solid. This move will not only whet 
the appetites of UK gamesplayers for 
what is shaping up to be the 
PlayStation game of the year, but will 
no doubt increase sales of /SS ‘98. 

Both the PlayStation and N64 
versions of /SS ‘98 will be released 
at the competitive price of £39.99. 
Konami are expecting big sales to 
complement the 2 million units of 
the ISS series sold in Europe already. 

Kunio Neo, head of Konami's 


games publishing activities in Europe, 
also answered critics who asked why 
the games were dropped from their 
original summer release dates. "We 
have been asked many times during 
the past few months why we did not 
release this year’s /SS games to 
coincide with the World Cup. The 
simple answer is that, unlike some 


other companies, we decided to 
spend the time to make great football 
games which are a major step 
forward and will not disappoint the 
millions of fans of the /SS series, 
rather than rush them out as part of 
the World Cup hype”. So it had 
nothing to do with Electronic Arts’ 
official World Cup license, then? 




Purchasers of the PlayStation ISS Pro ‘98 will be treated to a playable demo of Konami’s potential classic. Metal Gear Solid 


This section is one of the most important in Total CONTROL, spanning at 
least 20 pages every issue. As well as in-depth news articles, there will 
be detailed analysis of the current charts, information on all release dates 
and regular news columns direct from America and Japan. 


ALPHA UPDATE! 

TOGA 2 

COOEMASTERS’ LATEST 
TO BEAT GRAN TURISMO? 

odemasfers bave released new 
If I scr^iW^#f their latest raoer, , 

I I sdi^el to oneVtt’e most successful 
PlayStation driving games ever, TOCA Touring 
Car Chamfioikhip 2. Apart from the obvious 
graphical improvements, the game boasts 
several gameplay enhancementsS^The game 
now runs in the PlayStation hi-res mode and 
uses real-time light sourcing effects. TOCA 2 
now features the Support Car Championship, 
where players now compete with a wider 
variety of cars, such as Jaguars. TVRs. and 
even the loveable Ford Fiesta. Better than 
Gran Turismol You’ll just have to wait until 



RESIDENT 

EVIL 

SHOCKER 

@ fter the relative success of Resident Evil: 
Director's Cut, Capcom have announced a 
special edition o\ Resident Evil 2. Capcom 
state that the game will be Dual Shock compatible 
and will feature brand new music and a new 
playable character. There will also be three new 
modes: Rookie, Normal and Battle. Virgin Interactive, 
the publishers of all things Capcom in Europe, have 
not yet confirmed a release over here. 



Any new development concerning a 
game that we have previously covered 
will appear as an Alpha Update. 
Everything from new screenshots to 
previously withheld information will be 
brought to your attention. We know 
how important keeping up to date with 
gaming news is to serious 
gamesplayers, so look out for our 
ongoing coverage. 
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Once an innovative or 
Triple A title has 
reached a playable 
stage in its 

development it will be 
ready for the Beta Look 
treatment. Although the 
code is early Total 
CONTROL will always 
provide you with an 
expert, In-depth opinion 
on the game’s potential 
at that time. 


Believe it or 


icon Valley 

Flying dogs, boxing kangaroos and rats with toxic farts. 
not, Silicon Valley might just be the game to knock 

Banjo-Kazooie from the top of the tree... 


\'r 

-^—1 

PUBLISHER 

Take 2 Interactive 

DEVELOPER 

DMA Design 

STYLE 

Platform Adventure 

RELEASE 

November 

PRICE 

£TBA 

PLAYERS 

One 

MEMORY CARD No 

RUMBLE PAK 

No 


S pace Station: Silicon Valley 
has been a long time in the 
making. It was three years ago 
that Nintendo’s dream team 
was announced and Silicon Valley was 
earmarked by many to be a game to 
look out for. What else would you 
expect for a game made by the people 
who brought you Lemmings, Uni Racer 
and Grand Theft Auto? 

In those three years, the game has 
been progressing very well indeed, and 
is now about to be released into the 
software-starved N64 market. With 
competition from what seems like a 
hundred and one 3D platformers, does 


Silicon Valley stand a chance? We think 
that it might just have the edge to take 
it head and shoulders above the rest... 

The story behind the game 
surrounds the disappearance of a space 
station and its contents: an experiment 
into nanobot technology. This 
mysterious disappearance was linked to 
a Professor Cheese, the inevitable mad 
scientist. It was then discovered, years 
later, that the space station is on a 
return course to Earth; Cheese vows to 
destroy it. By this time, the nanobot 
technology has evolved into many forms 
of life, based on species indigenous to 
Earth, but with a twist! You see. 


because the animals are mechanical 
they have evolved many advantages 
over their biological counterparts. Dogs 
have wheels and missiles, camels have 
guns instead of humps and rats even 
have exploding turds. You can see why 
this little lot poses a threat to the safety 
of the Earth! 

Almost immediately. Dangerous Dar. 
and his robotic sidekick EVO are 
dispatched to deal with the situation. 
Unfortunately, after an argument about 
what music to play on their space 
rocket’s stereo, they crash into an 
asteroid and then into the space station 
itself, causing EVO to break into five 















BETA LOOK 





BETA 


LOQJC 


Space Station: Silicon Valley is full to the brim with subgames and puzzles for you to solve. Here you 
can see (from left to right) an aerial dogfight where you take on a squadron of dogs, a section where 
you must hunt down sites of archeological importance, and a boxing match between two kangaroos. 
Completing these games usually results in a hefty reward, or one of the missing pieces of EVO. 


When you enter an animal you are given the specs (left); Kangaroo boxing is great fun [right] 


so would be to demean the work of those 
creative people at DMA. Space Station: 
Silicon Valley is blessed with intelligence 
and wit that is rarely seen in today’s 
"sure thing” obsessed market. True, the 
game is in three dimensions and has a 
strong puzzle element to it, and there are 
one or two platforms. But to liken this 
game to Mario 64, for example, would be 
completely inaccurate. Each level in 
Silicon Valley offers the player a new 
challenge - mission objectives range from 
simply herding sheep into a pen to live 


animal firing ranges, and even a boxing 
match with kangaroos. Quite often you 
will have to complete several objectives 
on a level, and to do these you have to 
perform other tasks. There's a lot of 
gameplay here! 

While Silicon Valley may not be the 
best-looking game you’ll ever see, there are 


plenty of interesting details to keep you 
amused. The speakers throb in time with 
the hilariously ‘easy listening’ soundtrack, 
footprints are left in the snow, and the 


ripples left in the water are easily on a par 
with those seen in Banjo-Kazooie. 

Space Station: Silicon Valley looks like 
it might be one of the surprise hits of the 
winter. With its interesting mix of 
subgames and puzzles, and with the 
added advantage of Mario-esque three 
dimensional worlds, this could become the 
choice of the discerning hardcore 
gamer. The only problem that we 
can envisage is the linear nature 
of the game, which may cause some 
frustration. With only one ‘route’ to take 
through Silicon Valley, you could find 
yourself coming up against a brick wall. 
Let’s just hope that the learning curve is 
such that everyone can enjoy what will be 
an extremely rewarding experience. TC 


pieces. So it is your task to recover the 
broken pieces of EVO and defeat the 
mad scientist. You play as the microchip 
that was inside EVO, with one special 
ability: you can enter the bodies of 
deceased animals and re-animate them. 
And so the adventure begins, a journey 
through the Space Station to finally 
meet and defeat the big boss guy. 

For those of you who like your games 
to fit neatly into a pigeonhole, this game 
would probably be best described as a 
3D platform puzzle game. However, to do 


Only the fox’s speed could get you 
over this ramp and through to the 
next part of the puzzle 


Landscapes are suitably 
varied and on a large scale. 
Here the sheep is master of 
all he surveys 


1 . 3 . 1 

B- 

• Forty unique creatures to control 
and master. 

• Has a style and a sense of humour 
rarely seen in videogames. 

B- 

• Players may find the linear nature 
too frustrating. 

• Replay value may suffer due to the 
nature of the game. 

El- 

Use the weird and wacky animals to 

solve the numerous puzzles in this 

alternative to the 3D platformer. 
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These are the opinions that 
matter, written by games 
journalists who know how to 
spot a great game in the early 
stages of its development. 
Having got the most out of the 
code available, our 
experienced gamers will form 
unbiased opinions based only 
on the playability at this early 
stage. We will provide you 
with succinct descriptions of 
the pros and cons discovered 
so far and an overview of the 
concept behind the title. 


mk BGXOIITS 

Many of the games featured in this section will contain exciting or original elements that can 
only be fully appreciated when you actually play the game. This is why you will find Total 
CONTROL’S Beta Looks more informative than the previews in any other magazines. We won’t 
work with anything less than playable code and this means we can use our boxouts to 
highlight the special features we discover when playing the game for the first time. 
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Total CONTROL’S 
reviews will be the 
most informative, 
hard hitting and 
entertaining on the 
market. Our 
reviewers will 
ensure they 
thoroughly playtest 
every game until 
they are ready to 
provide you with 
the opinions that 
you can trust. 


Tekken 3 

The latest in 
saga has at 
PAL version 


:'t : TV 


The latest instalment of Namco’s legendary beat-’em-up 
saga has at last arrived in Europe. We playtest the 

PAL version of possibly the greatest fighting game ever... 

You need only watch the intro 
sequence to understand just how 
special Tekken 3 really is. With all 
the style of a Hollywood blockbuster, 
it grabs you by the throat and draws 
you in to the whole experience. The 
first play is equally satisfying; silky 
smooth animation, plenty of 
impressive moves and a great 
selection of very different 
characters. Everything here has 
been polished until it shines. 


RMATION 


Total CONTROL’S reviews will 
incorporate platform specific 
information. This means that you 
will always know how to get the 
very best from a game, whichever 
format you’re using. As well as the 
publisher’s recommended specs, 
we will also provide PC owners 
with a Total CONTROL 
recommended spec. This means 
you can always be confident the 
game reviewed will run at an 
acceptable speed on your machine. 


Even if you’re not a fan of King, once you’ve met 
the incredibly irritating Eddy you’ll be pleased to see 
him taking a beating 



PUBLISHER 

Sony 

DEVELOPER 

Namco 

PRICE 

£34.99 

RELEASE 

Out Now 

PLAYERS 

1-2 

ANALOGUE 

No 

DUAL SHOCK 

Yes 

MEMORY CARD 

1 Block 


or me, the decision to buy a PlayStation was made 
after seeing just two games running on it: Destruction 
Derby and Tekken, both of which have since been 
bettered by only a handful of similar games - the most 
notable of which are their own sequels. In the case of Tekken 
2, PlayStation owners were, incredibly, treated to an almost 
perfect conversion of the arcade game. The only really 
noticeable differences being in the graphics and, in the PAL 
version, a distinct lack of speed. 

Well now Tekken 3 has arrived, and beat-’em-up fans who 
have spent the last two years perfecting their Tekken 2 skills will 
be wondering if this latest incarnation really warrants them 
forking out their hard-earned cash and having to spend weeks 
learning huge lists of moves again. Well I’m sorry for those of you 
who had hoped to regain lives in the real world after mastering 

mMi 


Tekken 2, because I have to report that Tekken 3 is everything 
we could have hoped it would be - and lots more besides. 

Amidst rumours of hardware upgrades being required for the 
PlayStation to cope with a game the size of Tekken 3, Namco have 
managed not only to give us an arcade perfect conversion without 
any such devices, but have also stuck a couple of superb bonus 
games in to boot. It’s true that the PlayStation version lacks the 3D 
backgrounds of the arcade, but Namco have done such a good job 
on the 2D images that you’ll hardly notice, and since when are 
backgrounds so important anyway? I’d rather play Tekken 3 against 
no background at all than any other beat-’em-up I can think of. 

Who do you think you are? 

Initially there are ten characters to choose from, some of them 
old friends, some of them new. First thing you’ll want to do, 


Lei has the most impressive range of fighting stances in Tekken 3. From left to right they are; Standard, Back turned. Crane, Dragon and Drunken 
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After meeting certain requirements you will gain access to two brand new modes of play. Tekken Ball 
sees the characters battling it out on court using a beach ball, with players losing energy if the ball 
touches the ground on their side. The ball can also be charged up if you make your return using 
certain moves; with the ball powered-up it can damage your opponent in much the same way as a 
punch or kick would - unless, of course, they manage to return it 

Tekken Force is an attempt at what many gamesplayers have dreamt of for some time; a Double 
Dragon style scrolling beat-’em-up with as many moves available to you as in a standard one on one 
fighting game. It’s not without its flaws, but it’s good fun, and the fact that you need to complete it 
four times to gain access to the last secret character is reason enough to keep going back to it. 
iTOHJran 
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I Of course, everybody is keen to have a go with the new characters, such as Hwoarang and 
i Eddy [above), but characters from the previous Tekken games have been greatly enhanced 
! and should definitely not be overlooked 


though, is set about the familiar task of gaining bonus fighters 
via the arcade mode. Every time you complete this mode with a 
different character you will be rewarded with a new one, 
although, unlike Tekken 2, you will now receive the bonus 
characters in a set sequence rather than gaining them in 
correspondence to which characters you’re playing with. Once 
you’ve doubled your character count you’ll notice that there are 
still a further two empty character boxes, and to fill these you’ll 
need to excel at both of the bonus games (see boxout). 

Once you’re satisfied with your stable of fighters, you’ll 
probably want to choose a single character to master initially. 

DESPITE THE ENORMOUS VARIETY OF FIGHTING STYLES AVAILABLE. NO SINGLE 
CHARACTER OFFERS A DISTINCT ADVANTAGE OVER ANQTHEB 


available, no single character has ever offered a distinct 
advantage over another. Tekken 3 upholds this tradition 
masterfully, and with the possible exception of Eddy, there's 
no room for button bashers in the King of Iron Fist 
Tournament this time around. 

I teach you some trick or two 

The learning curve in Tekken 3 is, not to put too finer a point 
on it, perfect. All of the characters have enough basic moves 
to keep beginners amused until they learn some of the 
special moves and combos, and eventually you’ll find 

yourself coming up with your own 
devastating strings of moves. 


Even players who think they’re familiar with a fighter’s moves 
from Tekken 2 will need to spend a lot of time brushing up on 
their techniques, something that’s made a lot easier thanks to a 
superb practice mode, with more options than most fighting 
games can boast in total. The fact that fighters can now side 
step around each other has opened up a whole new range of 
throws, as well as the ability to evade incoming blows without 
using the block. Many of the characters have also gained 
reversal moves, enabling them to turn defence into offence in a 
split second. Others have actually had some of their moves 
made a little less devastating; King's multiparts, for example, 
are now a lot easier to escape from. 

One of the strengths of the Tekken series has always 
been that despite the enormous variety of fighting styles 


convincing yourself that even the 
programmers never thought of them. With these kinds of 
possibilities and over 20 characters to master, Tekken 3 is a 
game that just keeps on giving. The more you play it, the 
better it gets. You have to speculate to accumulate, and I 
promise that if you invest plenty of your time on Tekken 3, 
you will not be disappointed. Talk about low risk! 

If I had to say something negative about Tekken 3, it would be 
that those of you who have experienced the NTSC version will 
definitely find the PAL version a bit slower. Having said that, it still 
seems faster than Tekken 2, so nobody should be disappointed. 

To sum up, Tekken 3 on the PlayStation is by far the best 
beat-'em-up on any home system, and is reason enough for any 
self-respecting fan of the genre to invest in a PlayStation if they 
haven’t already done so. Justin 
— 
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Namco have not released a game on the 
PC to date. We would love to think that 
Tekken 3 could be the game to buck the 
trend, but it’s extremely unlikely 
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Although a few of Namco’s minor titles 
have made it to the N64, Sony's deal 
means that there is as much chance as no 
chance of Tekken appearing on the N64 
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Another perfect bout for 
the quick and deadly 
newcomer, Jin 


Face down. Knock down, Panther, Phoenix, Play dead, Slide, Snake and Tiger. Each stance has a limited number of unique moves 



GAME NAME 

Tekken 3 

GRAPHICS 

95 

SOUND 

92 

PLAYABILITY 

95 

OVERALL 

Out of 100 



The review you are reading may not be 
for a game currently confirmed on your 
machine, however Total CONTROL Is a 
genuine multi-format magazine. This 
means that at every opportunity we will 
be keeping you fully Informed about all 
developments of particular Interest to 
you. A probability rating between one 
and five Indicates what we consider to 
be the likelihood of the title ever 
appearing on your machine. 
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This is the most important element of the magazine because we know you’ll be basing your purchasing 
decisions on our recommendations. Total CONTROL’S scores will be unbiased and genuinely on a scale of 
1-100. If a game is considered to be average it will receive a score of around 50, any game scoring 
higher than this can be considered an above average title worthy of your attention. 
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FI World Grand Prix 


Platform: Nintendo 64 Publisher: Nintendo Developer: Paradigm Systems 
Price: £49.99 Release; Out Now Players: 1-2 


E he N64’s relationship with the racing genre has not been a good one. Despite the machine boasting 
more power than the PlayStation, it has never been able to match the speed or quality of Sony's 
console’s racing games. Cue FI World Grand Prix from the makers of PilotWings 64, the first 
attempt by anyone to make a driving simulation on the N64. 

FI World Grand Prix should be commended for several reasons. First, the game accurately reproduces 
each of the FI tracks and each of the cars from the 1997 season. Secondly, it is a match for the Psygnosis’ 
FI '97 on the PlayStation in terms of both speed and graphics, albeit with more blurred visuals. So here we 
have a half-decent racing game on the N64. It’s not without its faults, however, the game is only fast when 
played without your car in view, and your opponents tend to judder over the track from time to time. Apart 
from this. Paradigm have made a fine effort to bring the excitement of FI to the N64. Nick VERDICT 78% 


THlll-ORMATS 

Although every section of the 
magazine will cover as many formats 
as possible, Quantity Control is 
where you’ll find the lowdown on 
the latest games for your machine. 
The formats covered will include 
PlayStation, PC, Nintendo 64, 
Dreamcast, Game Boy, Game Boy 
Color and all next generation 
machines as they become available. 


Jimmy White 2: Cueball 
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Platform: PC Publisher: Virgin Developer: Awesome Developments Price: £34.99 Release: October Players: 1-2 
I ^ I oming from the legendary talent that is Archer Maclean, Jimmy White 2: Cueball is the follow up to the 
I wl successful Jimmy White’s Snooker, which appeared on the Amiga and MegaDrive. This PC 
i f accelerated version loses none of the original’s faultless gameplay and adds a few bonuses into the 
bargain. The games are set in two virtual themed rooms - a snooker room and a 50’s Americana pool room, both 
beautifully realised. 

Aside from the snooker and pool (you can play UK, US and US 9-ball rules) there are a few other distractions; 
darts, draughts and an arcade table version of Maclean's 1980’s game, Dropzone. The attention to detail is to be 
marvelled at and the level of realism is astounding. But this begs the question: why play these games on a PC 
when you could just go down to your local pub or snooker hall and play them for real? The experience is far more 
rewarding and challenging than just timing your mouse button presses. Jimmy White 2 is a marvellous piece of 
programming, but what’s the point? Nick VERDICT 70% 
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Fud 


Platform: PlayStation Publisher: Sony 
Developer: Sony Price: £29.99 
Release: October Players: One 

s concepts for games go, this is a little off 
the handle: guide a dolphin around the 
seabed collecting sound samples. You then 
have the opportunity to enter a recording studio and 
mix the samples together to make ‘songs’. In reality, 
the dolphin is really there for aesthetic reasons - its 
presence adds nothing to the gameplay as such, it 
just acts as a vehicle for you to collect sounds. 

The mixing studio is where the main part of the 
game lies, but it seems to have missed the point 
somewhat. You are only able to mix the sounds; 
you cannot sequence them to make a song. For this 
reason alone the game is let down badly. 

Fluid is great fun for a while, especially if you 
have an interest in DJing or in dance music, but 
after a while, when you have collected every sample 
and exhausted every possibility of putting them 
together, there is little reason to go back to the game. 
An excellent idea, but Fluid just don't go far enough 
to warrant a high score. Nick 

VERDICT 55%. 





























Vangers 


Platform: PC Publisher: Interactive Magic Devi 
Price; £34.99 Release: Out Now Players: 1-8 


ompared to the current mainstream of European and American games for 
I platform, Vangers comes as a welcome breath of fresh air. Vangers 

L-J is the first game to be published in the west from Russian developers K-D 
Lab, and judging by the originality and energy of this production it certainly won’t 
be the last. 

Vangers is a top-down viewpoint driving and combat game, vaguely reminiscent of 
Micro Machines V3, but including elements of trading and exploration, racing and 
diplomacy, all combining to produce a very original game concept. It really doesn’t fit 
into any one genre at ail. 

The graphics are bright and colourful with a distinctly surrealist tendency. This is 
reflected in the names, music and language used in the game, although how much of 
this is down to questionable translation is anyone's guess. The standard of animation is 
high, and the cars handle well once you get used to them. The terrain maps are huge, 
with persistent deformability. 

This is an unusual game, which may not appeal to everyone, but it will certainly repay 
a little patience with many hours of absorbing gameplay. Cliff VERDICT 67% 


Platform: Game Boy Publisher; Take 2 Interactive Developer: Tarrantula Studios 
Price: £24.99 Release: October Players; One 

E know what you're thinking, the very idea of playing cards on a Game Boy seems 
ridiculous. Not only could you buy enough decks of cards to last you a lifetime 
for a price comparable to that of the cartridge, but for obvious reasons, multiplayer 
games have never fared too well on our favourite handheld. Cool Hand offers three 
different styles of play; Solitaire, Black Jack, and Cribbage. On the whole, all three 
games are well presented and surprisingly easy to play considering the limited number 
of buttons at your disposal. My only real complaint is that due to the number of cards 
on the screen at once when playing Solitaire, the screen needs to be scrolled around to 
see what’s going on, unavoidable and unfortunately irritating. Fortunately, Black Jack and 
Cribbage are not similarly afflicted and are both very playable versions of their tabletop 
counterparts. If you’re a fan of card games and spend a lot of time on planes where 
playing Solitaire in the aisle is often frowned upon this might be worth a look. Cool Hand 
will also be Game Boy Color compatible when it’s released but at the time of writing we 
were unable to put it to the test. Justin VERDICT 63% 


Madden NFL ‘99 


Platform; PlayStation Publisher: Electronic Arts Developer: EA Sports 
Price: £39.99 Release: Out Now Players: 1-8 

E he Madden series of American Football games is continued 
with this new but predictably similar title. While Madden 
NFL '99 was never about to break the moulds set by any 
of the previous titles, what it sets out to do is achieved very well. 
The problem with launching a game such as this over here is the 
obvious lack of interest in the sport. Sadly this is a fault that echoes 
throughout the game, because its over-complicated nature leads to 
an initially confusing and frustrating first couple of hours. 

The game itself is split into momentary phases of action and 
tactical play. Before each attempt to gain ground, you must select 
the appropriate strategy and position your players around the field. It 
leads to a game that can at times be very slow. Those who persist 
will find plenty of scope for advanced strategies, something that will 
take time to master. 

Other than the obvious graphical enhancements. Madden NFL '99 
offers little over the previous games, and should only be considered 
by serious fans of the sport. Will VERDICT 77% 
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The game you are 
interested in may not 
be a major release 
warranting pages of 
coverage. However, 
Total CONTROL will 
ensure that as many 
titles as possible are 
reviewed and rated 
within Quantity 
Control each issue. 
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Our features will cover every aspect of the ever-evolving games industry. 

From next generation machines to major software advancements, no stone 
will be left unturned as we unveil the latest developments In games technology. 









DREAMCAST FEATURE 



Tha pace of cnanga in societal 
trends around the world has " 
increased dramaticallyL Significant 
advances in network, 
communications, and satellite 
technologies in recent years have 
changed our social infrastructure, 
speeding up the way we all interact 
As part of this change, people's 
desires have shifted and people 
today want things that are both 
aitistically creative and functional. 

The new generation video game 
machine that we unveil today is truly 
a ‘Vream machine", incorporating 
the most advanced technoloi^ from 
the world’s leading companies in 
their respective fields of Informahon 
Technology. With your support I am 
confident that Dreamcast will 
become a de facto standard for the 
future of all digital entertainment. 

I encourage everyone from 
artists to developers and 
distributors to participate in the 
Dreamcast project. Together with 
you, I would like to boldly bring 
Dreamcast into the 21st century. 

Your support is deeply 
appreciated. 


NTHE LAUNCH SSUE 


The full, in-depth Dreamcast feature 
will appear in the launch issue of 
Total CONTROL., on sale 23 October 
1998, priced just £1.50. 


publishers/developers are already supporting Dreamcast, 
guaranteeing from day one the strongest software line-up 
ever available for a new videogame console." 

A modem that will allow gameplay over the Internet and 
possibly enable users to download extra game data will come 
as standard in the US and Japan, although this has yet to be 
confirmed for Europe. The reasons behind this are simple: 
Japanese and American Internet users have enjoyed free local 
calls for sometime now, something that BT are reluctant to do 
despite considerable pressure. There is also cost to take into 
account; supplying a modem as standard would add another 
£30 or so to the price of a Dreamcast, and it seems that Sega 
are keen on a sub £200 price point. This is something that 
would be more realistic if there was no extra cost of a modem. 
However, they are still undecided on the future of such a 
peripheral, so let's hope they opt to include a modem. The 
modem will be 33.6Kbps, fast enough for current online 
demands, and will be removable. As modems become faster 
and cheaper you will be able to upgrade. 

Rumours abound that PlayStation 2 will be DVD, so why 
have Sega opted for CD-ROM? The only advantage that DVD 
holds over CD for games' manufacturers is in the amount of 
storage space; DVD holds 4.7GB and a CD has 650MB. This 
sounds like a huge gap, but not when you take into account 
that most CD games use very little of storage space for game 
data. Sega have opted to use their own brand of 1GB CDs in a 
move that will not only give a little extra space for FMV, but 
will also help to reduce piracy; no one but Sega and its 
licensees will have access to these CDs. 
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O n November 20 1998, we will see the start of the 
next 'next generation' console war. Sega will launch 
the Dreamcast onto an excited Japanese public 
— and attempt to resurrect their flagging console 
credibility. While the Saturn is still seen as a partial 
success in Japan, the console was not well received outside 
of its native country. The reasons for this are well 
documented: despite the Saturn being first out of the 
blocks in all major territories, it was beaten hands down by 
the PlayStation. Better marketing and a public perception 
that Sony's machine was the more powerful of the two led 
to domination in the 32-bit market for the PlayStation. 

Dream on... 

To put it in a nutshell, the Dreamcast offers better than high 
end PC power for the price of a console. How have they 
managed this? Well, Sega admit that they will be taking a 
huge loss on the making of the console (the Dreamcast is 
expected to retail for around £140 in Japan); they expect to 
make their money on the software. Could this be seen as a 
desperate measure on Sega's behalf? Well, yes and no. The 
PlayStation experience has taught companies the importance 
of having a huge installed user base, and to compete with 
the current PlayStation user base something radical is 
needed. And if anyone in Europe fears that they will be 
overlooked as a minor territory, CEO of Sega Europe, 
Kazutoshi Miyake, had this to say about Sega's future role in 
Europe: "Our goal is to deliver unprecedented gaming 
experiences to European consumers. All prominent 
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Dreamcast 


There Is no better way of 
getting to the heart of an 
issue than talking to the 
major players involved. 

Every feature we produce 
will incorporate the inside 
opinions of the people 
concerned. Our interviewers 
will talk to all the relevant 
developers and programmers 
asking the questions 
hardcore gamesplayers 
want answered. 


DREAMCAST FEAT 
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Total CONTROL, where does it come from? Who are the hardcore gamesplayers behind it? And more 

importantly, what makes them tick? All is revealed... 


Name: CLIFF SMITH 

Position: Senior Staff Writer 
Previous experience: 

Staff Writer - Ultimate PC 


Favourite game ever I’ve been playing 
Civilization on the Amiga for nearly five 
years, and I still come back for more. 

It is the most perfectly designed game 
ever, far better than even its own 
sequel. It is witty, intelligent, and even 
slightly educational. A couple of hours 
spent playing Civilization never feels 
like time wasted. 

Game of the moment All the great PC 
games that I’m reviewing for the first 
issue of Total CONTROL, of course! We 
seem to have a whole squadron of 
combat flight simulators in at the 
moment, and I’ve spent most of today 
checking out DID’s excellent Total Air 
War. As for why, wait and see. 

Next month Justin and I are booked 
up for a journalists vs. readers Quake 
II match next month, using Ground 
Zero, the new mission pack from 
Activision. The winner gets to play a 
guy who goes by the unlikely name of 
‘Thrush’, who is supposed to be the 
US Quake II champion fragger. May 
the best marine win, and don’t worry: 
I’ll be gentle with you... 

We’ll be reviewing that add-on pack 
in the first issue, as well as the eagerly 
anticipated SiN, which I reckon is the 
better game. I’ve played the 
downloadable demo, and I can hardly 
wait for the review copy to arrive. 


Name: WILL ADKIN 

Position: Staff Writer 
Previous experience: 

Staff Writer - PC Force 


Favourite game ever It may be 

ancient, but Another World on the 
Amiga was spectacular when it was 
released. Ignoring the graphics and 
sound. Another World had one of the 
best stories ever, a perfect learning 
curve, and thousands of great touches 
that kept me playing many times after 
1 first finished it. 

Game of the moment The scariest game 
ever. Resident Evil 2 is still keeping me 
up all night. It’s slightly flawed by the 
annoying loading times, but it is still a 
great game full of fiendish puzzles and 
plenty of gore. Killing zombies has never 
been so much fun. 

Next month It’s about time the N64 
had a game that looked capable of 
rivalling Goldeneye, and at last it’s 
here. Turok 2: Seeds of Evil is the 
game that I’ll be looking out for next 
month. It will have some competition 
in the office multiplayer sessions, 
however, because SiN on the PC could 
also raise a few eyebrows. Which one 
will turn out best is something we are 
all going to have fun finding out. Abe's 
Exoddus should be every bit as good as 
the first game, which will make it well 
worth looking out for, and the mix of 
Resident Evil 2 and Final Fantasy VII 
in Parasite Eve doesn’t sound like a 
bad combination at all. 


Name: IMICK JOlUES 

Position: Deputy Editor 
Previous experience: 

Staff Writer - PlayStation Solutions 
Editor - Total 64 


Favourite game ever Just for sheer 
amount of hours spent playing it over 
one Christmas, Super Mario World on 
the SNES. No platform game has come 
close to the charm, longevity and 
playability of Miyamoto's classic. 

Game of the moment Rainbow Six on 
the PC. Quite simply the closest thing 
that the PC has to Goldeneye, albeit 
with more re^ism and strategy. Also, 
as a new convert to the wonders of 
3D acceleration, I still can't believe 
how good this looks with 3DFX. 
Stunning. If only we could get the 
network game working... 

Next month Can't wait to see Turok 2 
running in the N64's hi-res mode - the 
game looked fantastic at this summer's 
E3 show in Atlanta and will probably 
turn out to be one of the all time 
classics on the N64. Also, a trip up to 
Scottish developers, DMA, should be a 
real eye opener after playing the 
wonderfully wacky and extremely 
challenging Silicon Valley this month. 

A few surprises are promised, so this 
should be one of the highlights of the 
month. Oh yes, and the small matter of 
the Japanese release of Metal Gear 
Solid, potentially the best PlayStation 
game ever. No doubt this game will be 
responsible for many a late night in the 
coming month... 


Name: JUSTIN CALVERT 

Position: Editor 
Previous experience: 

Editor - PlayStation Solutions 
Editor - Total 64 Editor - PC Force 


Favourite game ever Sensible World 
of Soccer on the Amiga, purely 
because of the number of hours I 
spent on it making Exeter City the 
most feared domestic side in Europe. 

If my Amiga hadn’t packed up a few 
years ago, I honestly believe I’d still 
be playing it now. 

Game of the moment Definitely Tekken 
3 on the PlayStation. The original 
Tekken was the reason 1 bought a 
PlayStation in the first place, Tekken 
2 was the perfect sequel - and now 
they’ve improved upon it. No other 
PlayStation beat-‘em-up is even worth 
looking at right now. 

Next month I can’t wait to get my 
hands on Abe's Exoddus, because my 
enjoyment of the original Abe's 
Oddysee was lessened by the fact that 
I was writing a solution to it at the 
time. Also Force Commander - the 
very idea of a real-time strategy based 
on the Star Wars universe is exciting 
enough that I’m thinking of booking a 
week off to play it as soon as it comes 
in for review. 

Mainly though, seeing the launch 
issue of Total CONTROL hit the shelves 
and then fly off them. After all the hard 
work we’ve put in over the past couple 
of months it’ll be great to finally see it 
all come together. 
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On sale 23 October 1998 

Launch issue price £1.50 

164 pages of multi-format gaming 

Total CONTROL will always be first with the 
ground-breaking news on next generation 
machines and will always be first to showcase 
the latest developments in games technology. 

Total CONTROL is the future of all-format gaming. 
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^^ased on the legendary 1967 season, Grand Prix Legends is the first ever historical racing simulation. The game's setting 
allows players to experience realistic racing action that is markedly different from that in modern-day sims. In particular, the 
race tracks of 1967 were far more exciting and dangerous than those in use today. Famous drivers, teams and the greatest 
racing circuits of all time are featured in the game. Grand Prix Legends is the first game to incorporate a 3-D "virtual" cockpit 
similar to those found in recent flight simulators, allowing the player's viewpoint to be "disconnected" from the cockpit graphic. 
G-forces acting on the player's "head" convey bumps, elevation changes, cornering forces and even collisions! 

With this state-of-the-art game, expect nothing less than the most compelling and immersive racing experience ever! 

http://www.sierra-online.co.uk 

Mininnum system requirements: Windows 95, Pentium 166, 16MB RAM, SVGA card, 4x CD ROM Drive, Windows compatible 
soundcard. (Supports 3DFX) For further information contact: Cendant Software UK Ltd, Unit 2 Beacontree Plaza, Gillette Way, 
Reading, Berkshire RG2 OBS Tel: 0118 920 9111 
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Review 


PUBLISHER CODEMASTERS DEVELOPER IN-HOOSE PRICE £34.99 RELEASE SEPTEMBER WEB SITE www.coliniiicrae.coin PLATERS 1-8 



Codemasters are having huge success with this one, 
recently released on PlayStation. Now the PC version’s 
here, and it's looking every bit as good! 


n he UPC U-Bend is thoroughly 
blocked with the residue left 
by piles of Formula 1 games, 
which seem to crop in some way, 
shape or form virtually every month. 
The quality varies, but the style, and 
even the tracks, are getting 
alarmingly familiar. I've driven round 
Monaco so many times I reckon I 
could go out there and get a job as a 
cabbie! This eagerly anticipated 
conversion of Codemasters' 
PlayStation hit is just what's needed 
to relieve the boredom. If you're up 
for trying your hand at the most 
unpredictable of motor sports, then 
Colin McRae is where it's at. 

The man himself takes you 
through 'Rally School', in which a 
series of increasingly difficult tests 


give new players a feel for the car and 
basic techniques. Everyone ignores 
this at first, brazenly going straight 
into a full rally, but they soon come 
limping back, egos bruised and 
battered, to learn from the master. 
Rallying, you see, is very different to 
driving a normal car. For a start, most 



RALLYING IS ALL ABOUT CONTROLLING YOUR 
CAR WITH A FIRM GRIP ON THE WHEEL 


COLIN WHO ? _ 

Q olin McRae first made his name in rallying when he became the youngest 
driver ever to win the World Rally Championship at 20. That was nine years 
ago, and he's currently RAC Rally Champion, driving a Subaru Impreza for Prodrive. 
His advice in the Rally School section of the game should be well heeded, and you 
can also see why he never got a job on Jackanory - all the kids would have been 
fast asleep by the time he got as far as once upon a...'! 



IT'S NOT FAIR. COLIN MCRAE GETS TO SPEND HIS DAYS TEARING ROUND FORESTS IN A FAST 
CAR AND I’M STUCK HERE WRITING. THIS CAPTIQHI 
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Colin McRae Ratty I 


of the time is spent going sideways, 
and the secret is to learn control in 
the slide. Very rarely do the wheels 
give any grip whatsoever, with clever 
use of the throttle and handbrake 
providing the traction needed to stay 
on the track. It takes a while to learn, 
and in the meantime you'll be wrapped 
around trees and enjoying close-up 
fence observation on a regular basis. 

Sim-ple Simon 

Don’t worry about the simulation 
aspect being too heavy, though. For all 
that, the experience is primarily an 
arcadey one in a similar vein to Sega’s 
seminal Sega Rally. Pick up the joystick 
(or better still, a good wheel) and you 
can wang the car round the track to 
your heart's content. However, as 


Sega Rally conversion and Virgin’s 
okay-but-dating-rapidly Screamer 
Rally, there haven't been too many 
rallying games on the PC worth 
talking about. Colin McRae easily 
outstrips those two with its realistic 
approach rather than opting to race 
against other cars. As in real rallying, 
in CMR every driver is timed 
individually over a series of sections. 







mentioned earlier, if you’re going to 
compete against the better computer 
controlled drivers, including Mr McRae 
himself, a lot of practice is required. 
The balance can be tipped further in 
your favour by learning to alter the car 
set-ups depending on the track and 
conditions. Weather can vary from dry 
to torrential rain, snow and even 
tortuous night-time sections - not for 
the faint-hearted. 

Apart from the disappointing 


A STEADY HAND AND STURDY PAIR OF UNDERPANTS ARE ESSENTIAL ITEMS IN THE WORLD OF RALLY 
DRIVING, NOT TO MENTION A SCOTTISH ACCENT. WE RE ONTO YOU MR MCRAE! 


It's this ability to pick up and play it 

which will first attract people to CMR 


assured that the option for 
multiplayer races to be played in turn 
remains so you can pretty much play 
it the way you like. 

Colin Turvy 

Graphically it isn’t quite as 
impressive as some recent releases, 
particularly Grand Prix Legends and 


required to master the techniques 
and keep those times down 
consistently is the hook. 

If you’ve been looking for a rally 
game then this is just what you’re 
waiting for. Excellent in single player, 
even better in multiplayer, and just 
about the best of its genre on any 
home format! Miles 


with the overall winner being the one 
registering the least total time. Of 
course, what is essentially a series of 
time trials could conceivably become 
a bit tedious, but link up with a 
friend via the usual LAN/modem/ 
Internet options and drivers can race 
simultaneously against one another. 
Sticklers for realism can rest 


Virgin’s Superbike World 
Championship. However it’s the 
playability which saves the day. It's 
fun but. more importantly, it’s 
different. It might seem a bit easy at 
first, as crashes tend to be quite 
forgiving and there’s usually plenty of 
run-off space, especially on the 
earlier tracks. However it’s all about 
time, and even the slightest brush 
with the side of the track adds 
valuable fractions off a second. These 
soon mount up. and before you know 
it you’re half a minute off the pace! 
It's this ability to pick up and play it 
which will first attract people to 
CMR, but the amount of practice 


1 OTHER OPTIONS... I 

Sega Rally 

UPC 4 - 78% For 8 tong timo Uto 
rattymg game both in Ure arcades and on the &ibim. 
However, tfw PC version suffered ttw same Achies 
heel 3$ many Sega conversions in drat it just diibi't 
caisture the feet of the origmal 

NOWs 

75% 

Screamer Rally 

UPC 2 > 81% Very much an arcade racer widi 
toads of cars on ffw track at once. A deceid game in 
ite own right hut not much of a simuk^on when d 
comes to the re^fting. 

NOW 

79% 



A nice diversion from the normal genre and 
effectively recreates the feel of real rallying 


The sensation of speed isn't impressive and the 
graphics aren't as clean as its contemporaries 


PROCESSOR 

PI 66 

■ !»ll 

P200 

MEMORY 

16MB 

32MB 

HARD DRIVE 

120MB 

20MB 

GRAPHICS 

SVGA 

3DFX 

CONTROLS 

KEYBOARD AND STEERING WHEEL 


It ain't as fast as some, and it ain't as 
good-looking as others, but Colin McRae 
is one of the most original and playable 
racers around 
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PUBLISHER VIRGIN DEVELOPER MYTHOS PRICE £39.99 RELEASE OCTOBER WEB SITE www.mythosgames.coni 


PLAYERS 1-4 


MAGIC & MAYHEM 



We're off to see the wizard! In fact, we're off to see 

a whole lot of wizards, most with the prime objective 
of raging magical death down on your delicate little bonce! 



ooray! I've been waiting for 
this for months, and can 
safely say I'm not 
disappointed. Mythos, the creators of 


create some creatures to defend you 
and do your bidding. A small number of 
spells are available (more can be found 
later on), and a couple of these will be 
creatures - fairly weak and cowardly, 
but creatures nevertheless. These can 
then be sent to scout out the area, 
ordered to attack an enemy or to 
defend the wizard from being 
attacked himself. Control is by the 



familiar point n' click method ofCQC. 
Creatures can similarly be grouped 
and assigned a key command to enable 
quick movement of large numbers of 
units amid the heat of battle. 

However, the action is much closer-up 
than your typical real-time strategy 
affairs, with big, bold sprites and 
detailed landscapes, enabling you to 
see exactly what's what at all times. 



The huge number of spell 

combinations set Magic and Mayhem 
apart from similar titles 

X-COM, take their expertise in the 
strategy genre out of the world of 
sci-fi and into an enchanted land of 
wizards, magic and. well, mayhem! 

The player takes the role of a 
young, inexperienced but ambitious 
wizard determined to become the 
most powerful mage in the land - and 
that means taking out all the other 
wizards, who obviously aren't very 
impressed by such an upstart. 

The world is divided into three 
realms. These realms are in turn split 
into territories, each of which is 
inhabited by ever more powerful 
wizards who must be defeated, 
thereby claiming the territory for 
your own and moving onto the next. 

However, you can only attack 
territories whose borders touch 
those you've already acquired. 

Thrown into each mission all on 

your lonesome, this is real-time THE LANDSCAPES ARE NICE AND CDLDURFUL, WHICH IS A LOT MORE INTERESTING THAN THE BLAND 

strategy, and the first thing to do is POSI^ROCALYPSE DESERTS OF MOST C&C GAMES_ 




Watch Your Mana 

Of course you can't just conjure up a 
honking great army out of thin air and 
wade into battle. As always, certain 
resources are needed to facilitate the 
use of magic, in this case - the currency 
of magic. Every spell uses up a certain 
amount of mana, your reserves of which 
are indicated by a circular bar in the 
bottom right status area. Obviously 
bigger, more powerful spells will use 
more than smaller spells, but whichever 
you choose, success is dependent on 
locating and maintaining a regular 
supply. Pockets of can occasionally be 


1 OTHER OPTIONS... I 

Command and Conquer 

N/A Similar control style but the 

magical elements and vastly superier enemy Al in 
M&M make the difference. 

NOW 

85% 

Lords of Chaos 

N/A Have a look in the attic. You never 

know, you might just have a copy you'd forgotten ahout 
Stick it on and see how it ad began. 

NOW 

N/A 

Commandos 

UPC 12 - 90% Not quite the same, but it's RR with 
a slightiy different angle, which therefore deserves a 
mention. However, you ought to own both d»se tittei 

NOW 

90% 
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Magic & Hayhem I 




found just floating around. These can be 
collected by hand, but only by a wizard 
(creatures will collect normal objects 
such as food or keys if they spot them). 
Far more effective, though, are Places of 
Power. These mystical circular stones 
are like wells. To use one simply stand 
one of your denizens on it, and as long as 
he remains there, you're reserve will 
constantly be topped up. However, 
beware of enemy creatures trying to 
take over the Place of Power and guard 
it well. Similarly, if you see a Place of 
Power under the control of your 
adversary, it’s a good idea to do 
something about it. He relies on too! 

From time to time you'll discover 
items hidden around the landscape. 
Sometime these will be objectives for 
use specifically on that level, but other 
times they'll be spell ingredients which 
can be used at the end of each level. 


After completing a region you can 
access the Portmandeu - a sort of 
spell factory. You begin the game with 
three talismans of different 
alignments - one good, one neutral, 
and one chaotic. The same item will 
produce a different spell, depending on 
which of the talismans into which it's 
inserted. If you fail in a mission you 
might want to dabble with the 
Portmandeu and change your spell 
selection, but be careful, ’cause you 
can't change it once you enter the 
level. You can only carry as many spells 
as the number of talismans you own. 
However, experience is gained at the 
end of each level. Experience points are 
earned for completing the main 
objective, but extra experience can 
sometimes be gained by talking to 
certain creatures, finding special 
objects and stuff like that. 



SPELLS GOOD! 


: wizard is only as good as his spells, which means when the game begins 
! your particular wizard is a bit of a sorry example of his mystical kind. A 
weedy projectile and a couple of limp creatures are not going to impress the 
average war-like mage. However if you can rain fire down and fry Ns sorry ass the 
chances are he’s gonna take a some notice. It’s even better when you do it to a 
friend in two-player mode! 


NEW, MORE POWERFUL AND EXCITING SPELLS ARE DISCOVERED AS YOUR EXPERIENCE GROWS. 
CHECK OUT THE NUMBER ON THE RIGHT COMPARED TO THOSE AVAILABLE ON THE LEFT 

-j,- . _ I''-- - . 


Are you Experienced? 

Experience points can be spent in- 
between levels on improving aspects of 
your wizard-like strength, spell-casting 
ability (spells aren’t 100% reliable), mana 
storage capacity, or for buying extra 
talismans of the alignment of your 


better against specific adversaries. For 
example, normal creatures like imps 
aren't as effective against the undead. 
There are also healing spells, a nifty trick 
called Raise Dead, which does just that, 
so you can resurrect slain adversaries. 

The basic concept of MSM is pretty 


What makes it special 

is the superb presentation 


choice. The more talismans you have, 
the greater variety of spells you can 
carry into battle. 

The huge number of spell 
combinations set Magic and 
Mayhem apart from 
similar titles and adds 
whole new element of 
strategy. Your 
preparation and 
choice of spells will 
have a great effect on 
how you tackle a 
mission and how hard 
it's likely to be. Very useful 
is the Grimoire, a big old book 
containing information on all the realms, 
regions, items and spells to be found in 
the game. There are many different 
projectile spells designed with different 
situations in mind. Certain creatures are 


standard point/click strategy. What 
makes it special is the superb 
presentation. Every creature and spell is 
illustrated and described in the 
Grimoire, level layouts are 
.. different every time you play 
so replaying tough missions 
doesn't get too repetitive, 

. the soundtrack is 
superbly atmospheric and 
the learning curve seems 
to be just right. It's best 
played against a fellow 
human, however, and really 
comes into its own as you battle 
for control of the Places of Power. 
This is just what the RTS genre 
needed - a breath of fresh air to 
blow all those musty bandwagon- 
jumpers away. It's a magical 
mystery tour de force! Miles 




IF YOU’RE NOT SURE EXACTLY WHAT A SPELL DOES OR HOW IT WORKS. CONSULT THE GRIMOIRE 



Brings a broader appeal to the fantasy/strategy/RPG 
genre usually reserved for the slightly dull 

It would have been nice to see some great big 
creatures in there to add a bit of interest 


PROCESSOR 

PI 33 

MiHil 

P2M 

MEMORY 

16MB 

32MB 

HARD DRIVE 

150MB 

150MB 

GRAPHICS 

SVGA 

SVGA 

CONTROLS 


MOUSE 


VERDICT 


Highly polished gameplay 
together with highly polished 
presentation make this one for 
everyone’s collection 
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PUBLISHER MINDSCAPE DEVELOPER CYBERLIFE PRICE £39.99 RELEASE SEPTEMBER WEB SITE www.creatures2.com PLAYERS ONE 



Create life within your PC, nurture it and tinker with it, 

and make it call you daddy. Ho, the feeling of power! 





These are living, breathing creatures. 

You can't just tell them where 
to go or what to do 


programming outfit Cyberlife, are 
offering PC owners the chance to own 
their own pet without any of the 
horrible baggage that comes with 
having a real animal roaming about the 
house treating the place as its own. 

But they're offering a helluva lot more 
besides. Intrigued? You should be. 

Okay, hands up who knows what a 
Norn is? If either of your upper limbs are 


now pointing in a skywardly direction, 
the chances are you've either played the 
original Creatures or read our incredibly 
witty and informative Creatures 2 
preview a couple of issues back. If not, 
here's a bit of background. 

Creatures was a sort of Cyberpet 
inside your PC. It created a world called 
Albia and supplied the player with six 
eggs. From these hatched cutesy little 
creatures called Norns, who could 
breed, learn and, most importantly, 
think for themselves. 


THE NORHS CAN EXPLORE EVERY INCH OF THEIR NATIVE ALBIA. FROM OISTANT JUNGLES TO 
UNDERGROUND CAVES - JUST LOOK OUT FOR LURKING GRENDELS 


Who’s Game? 

Like its predecessor, C2 isn't a game as 
such. You hatch your Norns, and 
they're slow, confused and unable to 
make correct use of any of the objects 
around them - just like a new-born 
baby. However, with your help they can 
learn communication, how to operate 


ould you like a cat, or does the 
I smell and the thought of it 
happily sliding beneath the sheets and 
into a turd every night for six months 
before it's housebroken put you off? A 
dog perhaps, but then you've got to 
take them for walks three times a day, 
even when it's raining, and they're not 
allowed in swimming pools. Goldfish? 
Boring. Gerbils? Too scuttly. Canary? 
Constant chirping. Owning a pet is 
clearly a mug's game, yet we all do it, or 
have done it at some point in our lives. 
Now Mindscape, courtesy of Cambridge 


lifts, what and when to eat, where and 
where not to go in the colourful but 
sometimes dangerous world of Albia. 
However, these are living, breathing 
creatures. You can't just tell them 
where to go or what to do. There’s 
quite a subtle interface through which 
they must be coaxed, cajoled and 
encouraged to do the right thing, and, 
of course, reprimanded when they’re 
naughty. The player's presence in the 
world of Albia is represented by a hand 
icon. With this objects can be picked up 
and dropped, switches flicked and 


OTHER OPTIONS... 
Creatures 


NO JIQIIIil^ Not really another option since it’s 


the game's predecessor, but still. It's very much the 

MW 

same thing, but without the same depth or flexibility. 

Tamagotchi 

N/A M A bit of a cheat this one. but 1 really 

82% 

can’t think of much else like it. Horrible things that 

MOW 

beep and cost about flipping ten quid. D'oh! 

A Dog 

W&KKKtM Tbe ideal pet if you don't mind it 

5% 

watching your every move as you eat dinner and 

NOW 

walking it in all weathers else it'll poo on the carpet. 

N/A 
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Creatures 2| 



WHAT WILL THE CURIOUS HORNS MAKE OF THE 
FISH SWIMMING IN THIS POND? 




Norns tickled or smacked. After a while 
they'll learn respond to the hand (you 
even get them to call it by your name). 
However, if you're excessively nasty to 
them they might become afraid of it 
and run away when it comes near. 

It's impossible to explain all the 
subtleties, however, because, as I said 
before, Norns are living creatures - or as 
close to living creatures as you can get 
on a PC. You can never tell how they'll 
react in any given situation. They're 
generated from a genetic level upwards, 
and once they start breeding amongst 
themselves, inheriting and passing on 
genes, there's no telling how they might 
evolve. They can even breed with the 
Grendels - nasty creatures who inhabit 
a distant part of Albia and sometimes 
show up to cause some aggravation. 

Once you understand the idea 
behind it and the way things work, 
you can control breeding to create 
Norns with particular characteristics, 


are more objects for the Norns to play 
with but. as with the previous version, 
one of the most intriguing aspects is 
designing your own objects using 
software provided and introducing 
them to the Norns. These can also be 


The artificial life technology goes 

far more in-depth, and the 
possibilities for Nornkind are 

exponentially greater 


and these can be saved out and e- 
mailed to friends or posted up on the 
Net for fellow Creatures users to 
download and experiment with 
themselves. See how different 
generations relate to one another and 
the environment, a bit like prehistoric 
man and modern man stuck in a 
broken lift together. 

Big up. Big up 

Second time around Albia is bigger, 
and the Norns' genetic make-up is 
even more complex than before. There 


uploaded to the Internet, which is sure 
to provide a near endless supply of 
Norn accessories. And you thought 
Barbie had a lot of party frocks! 

If you're one of the estimated 
half million who made Creatures the 
phenomenal success it was since 
release a couple of years ago, gifting 
the second largest Web presence for 
any game behind the much more 
mainstream Quake II, you'll go a 
bunch on the sequel. Though 
outwardly it looks quite similar, the 
whole thing goes deeper. The 


So much depth youTl be at it for ages just 
fiddling around and seeing what happens 


Unless you're blessed with a fair amount of 
patience it'll become boring 


artificial life technology goes far 
more in-depth and the possibilities 
for Nornkind are exponentially 
greater. Even Albia's living eco¬ 
system has been improved. Germs 
float in the air. flowers need pollen, 
and plants grow and die. 

It all adds up to remarkable feet of 
programming and a very intriguing 
concept. However, a rudimentary 
knowledge of biology, great patience 
and an inquisitive nature are basic 
prerequisites for something which, I 
will stress again, is not a game. At 
least, not in the sense of shooting the 
bad guys and getting your name on 
the high score table. 

Creatures 2 is a feat of 
programming and an almost scary 
indication that technology is 
approaching a point where machines 
will be capable of rational, independent 
thought. If the idea of raising your 
own master race, albeit in pudgy, dow- 
eyed form, appeals to you. then this 
will keep you engrossed for a long, 
long time. Miles 





PROCESSOR 

PI 66 

PI 66 

MEMORY 

16MB 

32MB 

HARD DRIVE 

300MB 

300MB 

GRAPHICS 

SVGA 

SVGA 

CONTROLS 


MOUSE 


Certainly not for all tastes, but 
a very involving piece of software 
and a step forward in 
programming technology 
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PUBLISHER SIERRA DEVELOPER IMPRESSIONS PRICE £39.99 RELEASE OUT NOW WEBSITE www.sierra.com PLAYERS 1 


CAESARJU 




rile 





I aius Julius Caesar was one 
of the greatest leaders the 
I world has ever known. His 
military victories were legendary, 
and he united a war-torn country, 
turning it into one of the most 
powerful empires of the ancient 


world. His fame has lasted for over 
two thousand years and became a 
synonym for Emperor. More is 
known about the Roman Empire 
than about any other period of 
ancient history, and this body of 
knowledge has been put to good use 


by Impressions, the developers of 
what could just be the best god 
game since Sid Meier's legendary 
Civilization. If you've got a couple of 
hours to kill, what better way to 
spend them than by re-creating the 
splendour of ancient Rome? 

From Little Acorns 

The level of detail in Caesar III is 
truly breathtaking. Every building 


is based on pictorial records and 
archaeological evidence from the 
period, the early years of the rise 
of the Roman Empire around 
350BC. From the tiny Prefectorate 
to the massive Hippodrome, each 
structure is rendered in an 
impressive high-resolution format 
which compares favourably with 
Microsoft's/Age of Empires. The 
game supports screen resolutions 
from 640 x 480 up to 1024 x 768. 
The range of buildings is even more 
impressive. There are nine different 
categories of urban structures to 
choose from on the interface panel, 
and each button brings up a menu 
and further sub-menus of 
buildings, each one filling a 
different role in your city. Starting 
with a couple of wheat farms, a 
granary, a market, some houses for 


You can work your way up to a massive 
metropolis with temples, a senate. 

amphitheatres, schools and bath houses 



It's not every day you get the chance to make your mark on history 

but Caesar III from Sierra Studios lets you build a city to challenge the might 
of Imperial Rome, and perhaps become Emperor yourself. 



Y he amount of enjoyment to be found in a decent god game is directly 
• proportional to the level of detail you are able to manipulate. Games that give 
you total control over every aspect of your growing civilisation are totally 
absorbing, drawing you deeply into the life of your citizens until almost nothing else 
matters. If you have ever paused to make yourself a cup of tea while playing Sid 
Meier’s Civilization, then discovered that it appears to have gone stone cold in what 
you thought was about two minutes, you will know exactly what I mean. 


yiimr. 


FOR GAMERS WHO LIKE TO OE CHALLENGEO MENTALLY. THEN CAESAR III IS ONE OF THOSE VERY 





CONTROLLING A HUGE ROMAN CITY IS NO MEAN FEAT. BUT HELP IS AT HAND IN THE FORM OF 
AD.YIS0RS WHO WILL OFFER LITTLE PEARLS OF WISDOM FROM TIME TO TIME 
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Caesar 11! | 



AS WELL AS BUILDING UP A THRIVING ECONOMY, PLAYERS NEED TO AMASS AN ARMY THAT WILL STRIKE THE FEAR OF GOD INTO ANY POTENTIAL ENEMIES 
AMO KEEP THEM AT HARM’S DISTANCE. SHOULD THEY THREATEN TO ATTACK THE N P L AYER S WILL HAVE TO CALL ON ALL THE I R MILITARY CUNNING - 



OTHER OPTIONS... 

Civilization II 

N/A Arguably the greatest game of all- 

time and still a personal favourite of the UPC team. NOW 
Few games have ever come close to matching it. 92% 

Age of Empires 

UPC 2 - 87Z Microsoft's biggest hit and 
justifiably so. The resource management is limited, but NOW 
the combat makes up for Uiis. 84% 

Sim City 

N/A Caesar III and Sim City share a lot 

of common ground, but Impressions' offering has so NOW 

much more to it 78% 


your workers to live in, a well or 
two to provide them with water 
and a prefecture to keep them in 
order, you can work your way up to 
a massive metropolis with temples, 
a senate, amphitheatres, schools 
and bath houses. 




think of your administration. 
Sometimes they can be pretty 
forthright, and it is a good idea to 
listen to their complaints before 
they start a riot. The Roman 
Empire was supposed to be a 
democracy, and the voice of the 
people needed to be heard. The 
phrase 'vox populi’ had to start 
somewhere after all 

Final Scores 

The game is played as a series of 
scenarios, each more demanding 


KEEPING THE POPULACE HAPPY IS ONE OF THE MANY KEYS TO SUCCESS WITHIN THE GAME. SHOULD THE 
ailZERS.GROW-UHHAP-P.YJHEY-WILL ALL TOO READILY RlOLAMILBilRN EVERYTHING TO THE GRQUND__ 


criteria by which your performance 
is judged; Population, Culture, 
Prosperity. Peace and Favour, which 
is a measure of your standing with 
the Emperor. You start your career 
as a Roman governor by building a 
simple farming community, with the 
only goal being to expand your 
population to 100. Subsequent 
missions introduce the other four 
scores, setting you progressively 
higher targets to reach. Culture is a 
measure of the level of education 


Plan Ahead 

If you build with care and foresight, 
people will flock to your city to 
enjoy a higher standard of living. 

The trick is to keep providing that 
standard on a long term basis. You 
can build a selection of trades and 
industries to keep the citizens 
employed and able to pay your 
taxes. Besides farming, there are 
timber mills, clay pits and iron 
mines which supply raw materials 
to workshops manufacturing 
furniture, pottery and weapons. 
These goods can be traded for more 
income, or stockpiled against a 
rainy day or a sudden demand from 
the Emperor. You have a high level 
of control over the trade your city 
does with other communities, 
deciding the level of surplus at 
which you will start selling or 
whether to buy in goods not 
produced in your city. Although the 
game has a ten level speed control, 
it is a good idea to keep it slow at 
first. There is so much going on it is 
quite easy to lose track of some 
vital detail and suddenly find 
yourself in a lot of trouble. 


Trouble Brewing 

Trouble shows itself quite plainly in 
Caesar III. In the previous Caesar 
games, you were informed of civil 
unrest by an onscreen message. In 
the new game, you still get a 
written warning, but you can also 
see disgruntled citizens taking to 
the streets, torches in hand, 
determined to burn down a building 
or two before the Prefects can stop 
them. All of the citizens of your fair 
city are there in the streets going 
about their daily business, little 
animated figures which you can 
click on to find out who they are. 
what they are doing, and what they 


than the last. There are four 



You can see disgruntled citizens taking to 
the streets, torches in hand, determined 
to burn down a building or two 
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and entertainment in your city, 
prosperity gauges the amount of 
production and trade, and peace is 
achieved by eliminating crime and 
enemy activity. If you succeed in 
your allotted tasks, you will receive 
promotions in rank, and you can rise 
to positions of increasing power in 
the Imperial bureaucracy 

Technological Solution 

In many empire building games, 
researching new technologies is a 
major part of the game, but this is 
not the case in Caesar III. Since the 
game deals with a very specific period 
of history, the level of technology 
remains pretty well constant 
throughout the game. Depending on 
the requirements of each scenario 
and the climate of the area you are 


WORLD BENEATH YOUR FEET 

O s in Sim City, there are a series of map overlays which can be selected to 
show you things like your water distribution network or the availability of 
entertainment. Instant help captions give you specific information about the needs 
of any area of the city. These screens are very useful allowing you to place new 
buildings to maximum effect, but once you have placed a building and its effects 
have become established, removing it and replacing it with another can be 
catastrophic, causing a mass exodus from the neighbourhood. You have to plan your 
city layout, especially the road and water networks, with extreme care. 





building in, you will have access to 
different types of industry, but the 
overall level of sophistication remains 
much the same. This is an important 
point, and one which sets the game 
apart from some other god games. 
Caesar III has a lot more in common 
with Sim City than with Civilization. 


Military Incursion 

In the previous Caesar games 
military battles were handled on a 
separate screen from the city 
development, but in Caesar III 
everything happens on the same 
map. Once your city has reached a 
sufficient size, you will be able to 


support the structure of the 
mighty Roman Army. You will need 
iron mines to provide the raw 
materials, weapons factories to 
turn the iron into hardware, and 
barracks to turn the citizens into 
soldiers feared throughout the 
ancient world. Once you have all of 
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these in place you will need a fort to 
house your new legions, and then 
you are ready to wage war. 

Enemies jealous of your city’s 
prosperity can attack from any direction 
on foot, in chariots, and even mounted 
on elephants. As part of the military 
menu, you can build fortifications such 
as walls, towers and gate houses to 
protect your city, but these are nothing 
without the might of the legions to back 
them up. Combat takes place when you 
move a legion's standard to a point in 


front of the advancing enemy. The legion 
form up behind the standard, and 
battle commences. You have control 
over the formations of troops, but the 
actual fighting is primarily under the 
control of the game Al. This is not 
particularly involving, but is quick and 
easy and great to watch. 

Epilogue 

There are few faults to be found 
with Caesar III. but one thing worth 
noting is that the game has no 


multiplayer options. It was written 
from the outset to be a single 
player game, and as such it excels. 
Adding online options just to jump 
on the Internet bandwagon would 
have changed the nature of the 
game for the worse, and I think 


Impressions were wise to avoid it. 
The overwhelming impression of 
Caesar III is of a solid, well made 
game in which a lot of effort has 
been expended to get the game 
looking and playing just right, and it 
has clearly paid off. Cliff 


Adding online options just to jump on the 
Internet bandwagon would have changed 
the nature of the game for the worse 




Wonderfully animated graphics and gameplay 
that makes time fly 


|0 1 3 9 2 4 2 0 1 0 01 


The lack of any multiplayer options could limit 
the games lasting appeal 
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A beautiful, intense, craftsman-built 
and totally absorbing city-building 
game which will burn up hours 
of play in the blink of an eye 
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[Roland Garros ‘98 


PUBLISHER GROLIER DEVELOPER GROLIER 

PRICE £29.99 

RELEASE OUT NOW 

WEB SITE n/a 

PLAYERS 1-4 


ROLAMD GARROS ‘98 

GroUer hope to play on the success of Tim Henman and Greg Rusedski, 

but can Roland Garros ’98 serve up an ace, or is it just another double fault? 



Q or years, Great Britain has 
been the laughing stock of 
the tennis world, but with 
Tim Henman and Greg Rusedski both 
inside the world's top ten, British 
tennis is not only enjoying some 
success out on the court, but is also 
enjoying a new found popularity. With 
the growing interest in the sport, it's 
not surprising to find a range of new 
tennis sims in the offing. Blue Byte's 
Game, Net, Match led the way a couple 


of months ago, followed now by 
Grolier's Roland Garros '98. 

As the name suggests, Grolier's 
tennis offering is based around the 
French stadium of Roland Garros. It's at 
this stadium that the French Open, one 
of the four tennis Grand Slam events, is 


played each year, and it's this same 
stadium and its clay courts which 
provides the main backdrop to the 
game. If the baseline game traditionally 
associated with clay courts doesn't suit 
your playing style, then there are other 
stadiums to choose from offering 


artificial and grass courts. At each of 
these venues players can participate in 
singles or doubles tournaments or one- 
off exhibition matches. There's also a 
number of different characters to play 
as, each with their own skills for 
serving, pace and power, and three 
difficulty settings. 



Whether a rookie, or pro, getting into 
Roland Garros is made wonderfully easy 
by a marker which highlights exactly 
where the ball is going to land. Whilst 
pressing and holding either the top spin 
or backspin button, players can direct 
this marker to where they want the ball 
to go. Once players have learnt to judge 
the control and weight of the numerous 
different playable shots, such as lobs, 
volleys, smashes and drop shots, then 
these markers can be turned off to 
provide a more demanding challenge. 

Whether on the same machine or via 
a LAN, the multiplayer game is by far 
the best way to play Roland Garros. It 
may not look particularly impressive, 
with its angular characters and limited 
animation, but for uncomplicated 
thrashing around on the tennis court, 
this is as good as you're likely to find. Jon 



British tennis is not only enjoying some 
success out on the court, but is also 
enjoying a new found popularity 



THERE ARE FOUR DIFFERENT SURFACES TO PLAY ON AT OVER TWENTY VENUES AROUND THE WORLD. 
ADD TO THIS OVER FIFTY DIFFERENT CHARACTERS TO PLAY AS AND YOU RE NOT SHORT ON CHOICE 
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Easy to play and great fun when enjoyed 
against human opponents 
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The graphics look a tad basic and the challenge is 
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If you want a more demanding and lasting 
challenge, then Game, Net Match or even 
Pete Sampras Tennis may be a better bet. 
But for uncomplicated entertainment, this 
is definitely an ace 







































































SWAT 2 


PUBLISHER SIERRA 

DEVELOPER YOSIMITE ENTERTAINMENT 

PRICE £39.99 

RELEASE OUT NOW 

WEB SITE www.sierra-online.co.uk 

PLAYERS 1-4 





Ithough a sequel to a 
previous sim by Sierra, this 
new version promises a 
realistic real-time simulation that’s 
based upon actual SWAT missions 
created with the help of ex-LAPD 
Chief Daryl F. Gates, who pioneered 
the Special Weapons And Tactics 
(SWAT) force after the Watts riots in 
1960s LA. Since then SWAT tactics 
have become standard practice 
throughout the world. There is a lot in 
this sim to get your teeth into, from 
over 200 SWAT officers and terrorists, 
fifteen SWAT and terrorist missions, 
multiplayer options (Team or Head-to- 
Head), equipment available to the 
player that can be chosen for each 
mission, and plenty of special units at 
your disposal. Each person also has 
their own ratings for marksmanship 


OTHER OPTIONS... 

Commandos 

UPC 12 - 9DZ AitiHH^h not atout ^AT 


teams, it's another isomehic roal-time action strategy 

NOW 

game that shows the gemre art it's very best 

90% 

Army Men 

UPC n - Bin Again mrt exactly as based in reM 
life as SWAT 2. ttis plays in a simitar way except rt’s 

NOW 

based S’ound {rtastic toy soldiers, not re^ 

81% 

Soldiers At War 

UPC H - 79% This is mwe grwmded in re^ 
teat) Army Men. tmteg based trmmd Worhl War Two. 

NOW 

and although a ham-based affair. Is worte a k«te. 

79% 


for various weapons, their ability at 
forced entry, first aid, etc. that can 
affect how they perform on missions. 

Is it a Sim? 

The main problem I have with this 
game, though, is that for all its 
supposed realism as a simulation, the 
game plays just like all the countless 
Command and Conquer-siyk RTS 
clones that are currently plaguing the 
PC, except the controls are not really 
that suited to this game. In other 
isometric RTS games, when the 
fighting kicks off here is a certain 
amount of autonomy to it; you can 
leave your men to it or choose to get 
involved. With SWAT2, when you burst 
into a room and the terrorists start 
shooting, half your men go down and 
all hell breaks loose before you can 



There is a lot in this sim 

to get your teeth into 




SWAT teams have always been the butt 
of jokes in Hollywood, from 
The Blues Brothers to Die Hard, 

and now an eagerly awaited 
simulation hopes to redress this. 



blink. With an options menu for 
ordering your men on one side of the 
screen, the time it takes you to 
choose your man, select a command 
and then drag the cursor back onto 
the action window is far too long. At 
least with other games of this type, 
like StarCraft, Total Annihilation et al, 
the controls work in a quick and 
efficient way that doesn’t frustrate 
the player. 

Or is it Not a Sim? 

Okay SWAT2 isn't an RTS game as 
such, but it plays like one, not only in 
the perspective, but in the whole 


feel of the game - especially the 
need to drag boxes over your teams 
to move them in one group and the 
menu-driven control system. 
Although Sierra will claim that 
SWAT 2 is a simulation using 
authentic SWAT tactics. I'm not 
convinced. All credit to the 
developers, as it can sometimes get 
quite engrossing and is a good game 
in its own right (albeit with poor 
graphics), but ultimately the control 
system is too fiddly to be at all 
effective when the all hell breaks 
loose. Worth a look, but just don’t 
expect anything too mind-blowing. ■ 


I LL TAKE ONE OF EACH PLEASE 

n ow your team members are organised is completely up to you. For the SWAT 
teams, there are five-man squads that can be created or two-man sniper 
teams. Each member of each team has their own specific function, and it’s up to 
you to decide which person is best suited to each position and what equipment 
they should carry. For the terrorists, it’s a simple matter of choosing what to equip 
your three chosen team members with out of a limited selection. Just remember to 
choose carefully, as once the mission's started it's too late to change. 



lL 

An engaging game that’s full of tension and has 
plenty of options 


control system really lets the game down 
and the graphics could’ve been better 
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PUBLISHER TAKE 2 


DEVELOPER MISSION STUDIOS 


PRICE £34.99 


RELEASE OUT NOW 


WEB SITE www.take2games.coin 


Whether you fancy flying for the righteous Yanks against the 

evil communist oppressors or the red idealists 
the bloated capitalist powermongers, it’s entirely up to you... 


against 





WHETHER YOU CHOOSE TO BE THE AMERICANS OR THE HUSKIES. THERE'S SOME WELL DODGY FMV TO 
SIIJHRQUGII DESlfiMED. IQ TAG SOME SEMBUNCE.0F AfJil1LQMIQ-m 
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JOYSTICK 


VERDICT 


A fun and accessible flight 
simulator which doesn’t bog the 
inexperienced pilot down with 
incomprehensible controls 


This is just the ticket for anyone interested in 
getting started in flight sims 


AGAINST... 


Rather naff graphics and slightly tacky FMY 
sequences aren’t too inspiring 


OUT OF 100 


option to autoland if you want or, for 
full recognition, return home and land 
yourself. Shooter fans will like the fact 
you don't have to go through what they 
might see as the laborious process of 
landing while sim players will 
appreciate the reward for making that 
extra effort. 

Presentation is of a nice standard. 
You can choose to fly campaigns with 
either the Americans (F-18 and F-22) or 
the Russians (MiG 42). There's plenty 
of FMV cut scenes as the campaign 
progresses and a nice touch between 
missions where you get to wander 
around the base/carrier chatting to 
people and generally hanging out. 


As flight sims go this is a good 
all-rounder. There's a little 
something for everyone, and though 
it hasn't got the depth demanded 
by the more hardcore fans of the 
genre, it's certainly one of the more 
playable examples and well worth a 
look if you fancy a go at this sort 
of thing. Miles 


hat could be more glorious 
I than taking off into the wild 
blueness, swooping with the eagles and 
roaring above the clouds? Then, when 
the novelty of that wears off. drop 
bombs on people. Hours of fun. Not 
that 'fun' is a word always associated 
with flight sims. No sirree, those 
legendary 300 page manuals are prone 
to sending the average arcade button 
basher into dribbling fits at twenty 
paces! Perseverance is required simply 
to get off the ground, and as for 
well, let's just say my 
success rate is 
less, I 


imagine, than 


the national average. However, with 
resident flyboy Cliff moving on to 
pastures new this month, somebody 
had to take over the UPC silk scarf and 
goggles, and a snug fit they are too! 

As usual, jumping straight into a full 
campaign met with swift disaster so. 
reluctantly, I selected the training 
option and opened the manual at the 
tutorial section. To my surprise it didn't 
take long before I was up and throwing 
that MiG 42 around the sky like it was 
what I was born to do. sort of. 

Flight of Fancy 

It's probably not the most realistic 
flight simulation you'll ever play, but 
Jetfighters strength is its playability. 
The flight model gives a decent 

sensation of speed and altitude, 
while the controls are 
enough to 
a feeling of 
real control 
being 

stupidly complicated. 

When mission objectives are 
achieved you're given an 
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Rage of the Vi Idngs 


CRYO 


1998 Cryo Interactive Entertainment. © 1997 Reunion des Musees Nationaux, Cryo Interactive Entertainment. All Rights Reserved. 

Cryo UK Limited, 2nd Floor, 162a The Parade, Leamington Spa, Warwickshire CV32 4AE. 

■t ^ - .-IV,- . Visit our website on www.crvo-interactive.com 
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IBass 

{publisher THQ DEVELOPER INLAND PRODUCTIONS 

PRICE £34.99 

RELEASE OUT NOW 

WEB SITE www.thq.cofn 

PLAYERS 1-8 



Tournament Edition 


Fishing games seem to be very popular in the States, 

and due to no British developers bothering to try a Trout Masters', 
we have to accept the US games such as this. So it's bass then, is it? 



I LTIMATE PC have never had the 
opportunity to take a look at a 
I fishing game. Sierra's FPS 
series came out just before we hit the 
shelves. So it was a nice change to be 
able to relax on a lake for a while, waiting 
for a bite, just taking it easy. But, you 
see, one of the main things about fishing 
is the open air, being out in amongst 
nature and then the excitement 
(surprise) of actually getting a bite and 
tackling the fish to try to get the thing 
in the boat. That is, until you throw the 
thing back anyway. So if we take these 
simple parameters to describe exactly 
what fishing is (whether in the UK or 
USA), we can gauge correctly whether 
Bass Masters Classic: Tournament 
Edition is any good or not. 

The Facts 

Well the game is never going to give us 
the real feeling of being out in nature, • 
though many would argue that you don't 
have to be out all hours in all weathers 
with this game, you can pick it up and 
put it down whenever the mood takes. 
THQ have tried to develop the game to 
make it look as realistic as possible, with 
ducks in the water, misty morning fog 



and weedy waters which are often 
murky in places. But the fact is that 
even with a half-decent 3D engine they 
failed to make the water look 
particularly transparent or wavy. I 
realise we are not fishing in the Atlantic, 
but still! The second point of actually 
being surprised/excited about getting a 
bite seems in one way to be accurate: it 
took ages to find the fish and there was 

The excitement of actually getting 

a bite and tackling the fish to try 
to get the thing in the boat 




I CAUGHT EVERYTHING BUT BASS; PERCH. CATFISH, RED-EARED SUNFISH, CRAPPIE AND A LITTLE BLUE 
GILL TOO. THE PDNDS WERE TOTALLY FISHED DRY! SO HERE’S A PICTURE FROM THE PRIG BASS MASTERS 



few hints available in the game and that full 
underwater view. Oh, and network play! 

Bad graphics, poor arcade-style gameplay, 
pointless 3D perspective, boring and frustrating. 


BamSfef 



a time limit, but more importantly, 
rather than feeling a pull on the line you 
just get a 'Strike' logo coming up on the 
screen where you are meant to pull back 
on the mouse before you reel in the fish. 
This is all just too arcadey. Finally, you 
don't get to see the fish in the net, and I 
seemed to catch everything other than 
bass, which obviously weren't allowed in 
the tournament. Great! 

The Opposition 

One of the main differences between 
Bass Masters Classic: TE and the Sierra 
titles is the 3D perspective. I really don't 


thinks it's necessary in fishing games to 
use something like the Unreal engine. 

FPS Trophy Bass 2 Deluxe looks much 
more stylish and serious in its 2D view, 
and it provides more details about the 
bait and rods too, as well as more lakes 
to fish. But it's the dogdy no-driver boat, 
shoddy token underwater graphics and 
fishing line with kinks in it that really 
spoil what could have been a decent title. 

As a child I used to fish behind 
Tescos at the ponds collectively called 
Backer Haze. This, unfortunately, didn't 
bring back hardly any memories of 
those halcyon days. David 
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Bass Masters attempts to jazz the sport 
but suffers badly. The tips from the 
anglers are useful, but not exactly sagely 
in their advice. The only hope for the game 
is buyers with Force Feedback controllers 
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. HIGH QUALITY’ TERRAIN GR.APHICS AND SPECIAL EFFECTS SUCH AS TRANSLUCENT CLOUTiS • UP TO 256 AIRCRAFT IN THE AIR AT ANT ONE TLVIE 

• BASED ON ADTANCED FLIGHT MODELS ANT) SOPHISTICATED AI • THE ONXY CLTIRENT \UV2 FLIGHT SIM WITH A FLXLY DY-NAMIC CAMPAIGN SYSTEM 

• FLY 20 HISTORICALLY-ACCLTIATE AIRCRMT FROM REAL AIR BASES TO REAL TARGETS • LTTR.A-\1EW' AIRTUAL COCKPIT • REALISTIC AIR W’AR 
CAMPAIGN INCLLDING COMPLETE FLIGHTS OF BOMBERS, EXPLODING FLAK ANT) VIS 


The air war in Europe was responsible for pushing aircraft 
design to the limit; creating a leap in technology greater 
than anything experienced before or after. 
European Air War gives you 20 aircraft to fly from that time; 
from the early Spitfire to the Me 262 - the first jet fighter. 
This is leading edge technology and nothing comes close. 
Fly European Air War. 

AIR COMBAT WILL NEVER BE THE SAME AGAIN. 


MICROPROSE is a registered trademark of MicroProse Ltd or Its affiliated companies. European Air War Is a trademark of MicroProse. (< 
1998 MicroProse Software, Inc. All Rights Reserved. Ail other trademarks are the property of their respective holders. 



www.microprose.com 
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I PUBLISHER TEAM 17 

DEVELOPER TEAM 17 

PRICE £29.99 

RELEASE OUT NOW 

WEB SITE www.team17.com 

PLAYERS ONE 


NIGHTLONG 

Point and click adventures aim to create a believable world 
for players to explore, but does Nightlong actually provide 

such, or is it more like being led around a theme park? 



MOST OF YOUR TIME AT THE START OF THE 
GAME IS SPENT GOING UP AND DOWN IN THE 
UFT... NOT THAT EXCITING AT ALL 


ightlong is a point and click 
investigation game set in the 
future. In that it is nothing really that 
new or exciting. The graphics are very 
rudimentary, although the animations 
have had some time spent on them. 
When a game looks this standard you 
really have to look to the story to 
carry it through, especially as the 
gameplay follows the same old object 
collection and correct usage tactics, 
such as putting the right key into the 
right slot. 

Players are dropped into the 
'action' without much of a clue what 
is going on or what they have to do. 
They do know they play Joshua, the 
lead character, who has been asked 
to infiltrate a group of terrorists. 
With a new identity players, must 
relearn who they are as they get 
used to their new role as a 
journalist. From then on in you are 
on your own. asking around for 
information on the agent Joshua has 
replaced. All you initially have are a 
few clues to go on and your wits, 
and with this type of game you 
really do need more than that. 

Blade Runner 

You see, Westwood's magnificent 
Blade Runner was an excellent 
example of how to successfully 
create a game of this type. Okay. 



they did have the advantage of a 
strong film storyline to work from, 
but they did well to only slightly 
relate the game to that. The main 
difference with this, though, is the 
fact that the game does not just 
have one ending; there are multiple 
paths to multiple conclusions. 
Unfortunately, you soon realise that 
Nightlong is going to take hours to 
complete. Mistakes and failure to 
pick up the right objects at the right 
time mean you either have to start 
all over or just get stuck and don't 
know where you have gone wrong. 
The puzzles are logical, but the 
problem is you don't really know 
what you are aiming for. what the 
terrorists look like, and why the 
Genesis is so important. 


Nightlong is certainly intriguing, even 
if that affects the enjoyment because 
you get stuck quite easily. At least it 
takes the place of Hopkins FBI in the 
point and click stakes - that now drops 
down to the UPC Hazardous region. David 






Good animations and large playing area ensure 
you’ll be playing it all night long 


Dodgy graphics, out of sync speech and mundane 
storyline means it fails on many counts 
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KEYS AND PAD 


VERDICT 


Certainly not the best adventure game 
on the market. Blade Runner is still 
the best if you are after futuristic 
investigation, or Black Dahlia if you 
are after something more modern day 
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Total Air Wad 


PUBLISHER INFOGRAMES DEVELOPER DID PRICE £34.99 RELEASE OUT NOW WEB SITE www.infogrames.com PLAYERS 1- 


TOTAL AIR WAR 


iHQTPROPffiTYL 




MUST SEED 


There have been plenty of F22 simulations, but none quite as 
realistic as this. UPC tackles some serious g-force... 




I f you'd like to experience 
flying one of the most 
1 advanced fighter planes in 
the world, but can't bear anymore of 
the g-force offered by a dodgy 50p 
fairground ride, then there are many 
F-22 flight simulations available for 
the PC, each one of them offering a 
different factor of realism. Usually 
you can roughly estimate how true 
to life a sim is going to be just from 
the size of the game's manual, and 
the one which DID have put together 
for Total Air War is really quite 
ridiculous. In order to fly the plane to 
its full potential and learn about how 
everything works, players are 
required to trawl through over 300 
pages of avionics descriptions, 
combat tutorials, communication 


details, enemy vehicle literature and 
plenty more. This may be a run of 
the mill instruction pamphlet for 
enthusiasts, but for everyone else, 
this will surely be a nightmare. To 
give you an idea of exactly how 
realistic Total Air War actually is, you 
sometimes have to wait for around 
ten minutes before you're given 
clearance to take-off. Thank god for 
the Time Skip option! 

Back to School 

Usually with a game as complicated 
as this, the training missions would 
give you some understanding of the 
controls and maybe talk you though 
some of the major parts of the 
game such as landing, taking off, 
taking out enemy and so forth. 






IF YOU'RE HARD-CORE ENOUGH. YOU MAY BE ABLE TO SHOOT DOWN AN ENEMY AND GET THE GREAT 
EXPLOSION SEQUENCES SEEN HERE. CHANCES ARE, THOUGH. IT'LL BE YOU BEING SHOT OUT OF THE SKY 



detailed flight physics, great models, top 
campaigns and excellent presentation 

.LJIillM 

The huge manual is full of pointless crap. Not 
suited to pick up and play punters! 




Sure, Total Air War offers a huge 
variety of training missions, but 
these fail to provide any tuition 
whatsoever. You are simply given a 
task and must then refer back to 
the chunky and complicated manual 
for the answers. Finding them is 
another adventure in itself! 

If you do eventually learn 
everything there is to know about 
flying an F-22, then there's no doubt 


about it, you will have fun with Total 
Air War. There's a huge selection of 
challenging missions to try out, and 
if you get bored of those or are so 
much of a demon pilot that you 
complete them all, you can even 
create a few of your own. 

The extensive range of set 
missions challenge you to 
everything from taking out entire 
areas to defending allied aircraft 
and blowing up enemy ships out at 
sea. Of course, these are heavily 
defended areas, which means that 
you won't miss out on a few 
dogfights now and again! 

Although the gameplay may be 
too realistic for some users, no one 
will have any complaints about Total 
Air Wars fantastic presentation. 
From when you take-off and hear 
the roar of the engines to flying 
though the clouds and shooting down 
an enemy, this aspect of the game 
definitely deserves credit. 

In a nutshell, the most realistic 
flight simulation you'll find. Simon 
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VERDICT 


As sims go. Total Air War is pretty much 
spot on. But with easier training 
missions this could have easily 
appealed to a far wider audience 


KEYS. STICK. THROHLE 
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MIA 


PUBLISHER GT INTERACTIVE 


DEVELOPER SIMIS PRICE £34.99 


RELEASE OUT NOW 


WEB SITE www.gtinteractive.com 


PLAYERS 1-4 



Following last month's NAM game, GT Interactive seem to be a bit of a roll. 

This month they travel back to Vietnam for some serious Huey action 
in this entertaining Nuclear Strike-style shoot-'em-up. 



I e were getting a bit worried 
about GT's output recently. 

I With still no sign of War of the 
Worlds and a bunch of shoddy games like 
Loderunner2, we really though they had 
gone down the pan. Even MIA looked very 
average when we looked at the early 
preview code last month. Things, 


however, seem to be improving. MIA is 
actually a pretty decent game. They 
have added loads of great new features 
from when we last saw it, and when 
they all gel together in the finished code 
it works really well. 

Personally I rate it up with 
Commandos as one of the best (non- 



futuristic) wargames available on the 
market. Though the graphics are not 
prefect in places, the vehicles, explosions 
and little people are. There are so many 
boggles in this game it may affect your 
breathing on occasions! The only other 
thing I have to say about the graphics is 
unfortunate the lack of forest areas in 
some of the missions, bearing in mind 
that this is one of the archetypal 'Nam 
trademarks. Other than that the rest of 
the vibe is pretty much sorted. The video 
sequences are some of the best we have 
seen: over-the-top acting along with 
serious expletives provide authentic 
Apocalypse Now intros. 

The missions are varied enough 
to keep you interested. If I 



remember rightly the second was 
rock hard, but each varied 
considerably, though it wasn't long 
before I was well into the second 
campaign and finding each one 
relatively straightforward. 

Chinook Action 

Essentially you just have to fly about in 
one of a couple of helicopters providing 
support for other aircraft, Chinooks, 
hovercraft and ground troops in various 
situations. You have a number of 
weapons, ranging from rockets and 
grenades to machines guns, as well as 
those guys hanging out of your side 
doors to give you a hand. You even get 
assistance from artillery or helpful 
Hueys: all you need to do is leave red 
flares where you want them to attack. 

What we have here is a very 
descent wargame with plenty of action 
and strategy to keep you going for 
hours, oh, and there's network options 
too. It competes well with the Strike 
games, though many people won't have 
a word said against them. David 


QME QF TH E GOOD TH I NGS ABOUT TH E GAM E 1 $ TH E MU L T I P LE WEAPONS MO UNTED ON THE HUEYS. HOWEVER. WITHOUT ASSISTANCE FROM OTHER CREW MEMBERS IT IS VERY HARD TO TARGET USINfi ALL GUMS AT DMCF 



Great missions, cool look, cool videos and 
excellent animations of cattle 


obvious joystick config, naff 80s music, and 
awkward multiple firing requirements 
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PROCESSOR 

PI 20 

P200 

A well presented and well executed 
wargame along the lines of Nuclear 

MEMORY 

SMB 

32MB 

HARD DRIVE 


FULL INSTALL 370MB 

Strike. Plenty of variety to keep any 

GRAPHICS 

SVGA 

3DFX 

‘mad for it' action hero after the VC for 

CONTROLS 


JOYSTICK, KEYS 

hours. A surprise, for sure 
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PUBLISHER SOFTWARE 2000 


DEVELOPER SOFTWARE 2000 


PRICE £39.99 


RELEASE OUT NOW 


WEB SITE n/a 


PLAYERS 1-8 


The Germans aren’t exactly known for their sense of humour 

which makes this game all the more surprising. 


he basic premise of arranging 
differently shaped blocks to 
form solid horizontals as they 
fall from the top of the screen isn't 
exactly exciting is it? When Tetris was 
produced, little did the world know that 
in time thousands would be addicted, 
enslaved by the maxim of "just one 
more go". I was even tempted to a 
Gameboy just to play it and feed my 
addiction, but years later, with my 
sanity now fully restored. Software 
2000 release another game that has 
the potential to ruin my social life. 

Swings and Roundabouts 

The premise for Swing is quite tricky 
to get to grips with, and this is 


perhaps why it doesn't grab you by 
the throat in the same way that 
Tetris or other successful puzzle 
games have. Instead of very basic 
gameplay that allows instant access 
and playability. Swing suffers from an 
inappropriately complicated system 
involving a crane that drops the 
coloured spheres and four seesaws 
that are used to arrange the balls. 

At first this game is very daunting 
and more than a little confusing. You 
have to drop a sphere of your choice 
from those at the top, move them to 
where you want them, and drop them. 
The aim is simply to get three like- 
coloured spheres in a horizontal line. 
Easy? Not on your life. The seesaws 


IVe played it for hours 

and still can’t get to grips with it 


It's very well presented, with pretty graphical 
touches, and the multiplayer mode is fun 


For a game of this type it’s too initially 
complicated to keep your attention 


PROCESSOR 


MEMORY 

16MB 

32MB 

HARD DRIVE 

132MB 

250MB 

GRAPHICS 

SVGAor3DFX 

3DFX 

CONTROLS 


KEYS AND PAD 


This game undoubtedly has the 
potential to be as big as Tetris and the 
like, but sadly it isn’t fulfilled, and this 
game is too initially frustrating to get 
you instantly hooked. A pity 
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have to be manipulated to raise, lower 
and move spheres: the spheres you see 
are all individually weighted, and a heavy 
sphere dropped on a seesaw occupied by 
a light one will bounce the lighter sphere 
up and across onto another seesaw. The 
heavy sphere then rests at the bottom. 

I hope you get the gist of this, because 
I've played it for hours and still can't get 
to grips with it. As well as the seesaws, 
some spheres have special powers that 
can give you either an advantage or a 
disadvantage - usually the later. 

Not Like in my Day 

Like all puzzle games. Swing has a certain 
appeal, especially when you start to get 
the hang of it, but ultimately it just isn't 
as involving as the greats such as Tetn's, 
or indeed any others that were released 
eight, nine, even ten years ago. (Has it 
really been that long?) This is mainly 
because Swing requires a great deal of 
patience in order to get the hang of it, 
and surely puzzles games like this have to 
be instantly playable, otherwise, why 
bother? If I wanted a game involving 
deduction and analysis I could just play 
the latest simulation or strategy game. 
Sadly this game, although a nice idea and 
well presented, lacks that crucial 
ingredient: playability. Chris 


ALTHOUGH THE ACTUAL GAME IS PLAYED IN THE SCREEN SHOWN ABOVE. THIS LITTLE CHAP AND HIS FRIENDS APPEAR FROM TIME TO TIME IN ANIMATIONS 


































Review 
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Ever thought you’ve lost your mind? In Sanitanum 
you have to get it back. Now where did I leave it? 


ensuring that I never got too frustrated, 
and yet I was positively flying through 
the game, which isn't that big either. As 
for challenging my emotions, I guess I 
must be pretty cynical to find 
Sanitarium funny in the humorous, not 


choice, forcing you to simply work 
through the options in order. The 
controls are also pretty simplistic, with 
the two mouse buttons doing all the 
work. The right mouse button controls 
movement, the left everything else, and 


The main focus of Sanitarium is the 
need to talk to various characters 

the weird sense - some of Max’s 


comments and wise-cracks could grace 
the blackest of comedies. 

You Talkin’ to Me? 

The main focus of Sanitarium is the 
need to talk to various characters to 
discover clues about both the game and 
yourself. Like Fallout, another isometric 
adventure game that also includes 
plenty of character interaction, the 
speech is quite limited, and although 
you are given several topics to choose 
from when talking to someone, most 
seem to follow on from the previous 


compared to other adventure games 
these controls are pretty limited. 
Although the graphics and sound in 
Sanitarium are certainly up to a good 
enough standard, the game feels like 
it's trying to be an RPG in the Fallout 
vein while still trying keep itself simple 
and appealing to all game players. Video 
sequences help you piece together your 
past, but there's no obvious character 
development that affects the 
gameplay, thus reducing the game's 
depth. While it lasts it's fun to play, just 
don’t expect to get too emotionally 
engaged or be playing it for long. Chris 


et's just get one thing 
straight: Sanitarium is weird 
with a capital 'W'. Although it contains 
a storyline involving mental hospitals 
and deformed children, there is quite a 
dark vein of humour running through 
it. The story begins with you in shoes 
of Max. as he drives a car off a cliff. 
Next thing you know you're in a gothic 
mental asylum with your face wrapped 
in bandages, surrounded by patients 
driven mad by an alarm. By talking to 
various incomprehensible lunatics you 
try to find out what's going on. but 


when you finally escape from the 
asylum, things then get really weird. 


You’re a Funny Guy 

ASC games claim that Sanitarium will 
challenge the player's emotions as well 
as their intelligence, but the game is 
generally too easy to challenge anyone's 
intelligence. If you've played any sort of 
adventure or role-playing games before 
then the puzzles shouldn't prove too 
taxing. Although it's enjoyable enough to 
play. I never found myself getting stuck 
for longer than about half an hour. 




THE ENVIRONMENTS THAT YOU’LL FIND YOURSELF IN VARY WILDLY. FROM THE GOTHIC MENTAL 
ASYLUM TO PLACES AS FAR AFIELD AS CENTRAL AMERICA AND A CIRCUS FULL OF FREAKS 




The puzzles are varied enough to keep you 
playing and the humour is often funny 


game is perhaps too easy and too short to 
challenge most adventure fans 
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16MB 

HARD DRIVE 

30MB 
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GRAPHICS 

1MB PCI 

1MB PCI 

CONTROLS 


MOUSE 


Although it’s a diverting game that's fun 
to play, it tries to behave like a RGP but 
lacks the depth, the size or even the 
difficulty to succeed as one 
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Expansions 1 






Lots of new stuff this month. With plenty of expansion packs coming out 

in the run up to Christmas, it looks like most developers want to give you 
more of your favourite games. After all, it makes life easier for them! 


WOW! BEFORE THE GAME HAS EVEN HIT THE 
SHELVES WE SEE THE ADD-ON PACK. KEEN! 


feature thirteen new levels - 
not bad for a pack in this genre 
- along with a newly created 
storyline to add a bit of novelty and 
a bucketload of lethal weapons and 
ferocious nnonsters and enemies. 

The guys at 2015 seem excited about 
their new project; "Once people get their 
hands on SiN, they'll definitely want to 
extend the experience," says Tom Kudirka. 
President and Founder of 2015, Inc. "We 
hope to deliver more of the same great 
gameplay and adventure with the addition 
of exciting twists and surprises." 

SiN Project Manager, Joe Selinske adds, 
"We really wanted to expand on the 
characters and dynamic story elements in 
SiN. and decided that there was no better 
way to do that than with a carefully 
crafted, all-action add-on pack." 

Based in Tulsa, Oklahoma, 5015 are a 
new developer. The SiN add-on pack will 
be the team’s first release. We reckon 
they could be off to a good start. ■ 


SIN 

ctivision have just signed a deal 
with developers 2015 to let them 
create the official mission pack 
for SiN. Once again we hear of an 
expansion pack being developed for a game 
that hasn't shipped yet, so someone must 
have high hopes for Ritual 
Entertainment's new first-person 
shooter. The mission pack is likely to 


MICROSOFT FLIGHT SIMULATOR UPDATE HONG KONG ‘99 



I nstant Access continue their 
quest to provide a better world 
I to fly in, this time by developing 
a scenery package that accurately 
recreates the world’s newest 
international airport, Chek Lap Kok, Hong 
Kong. Along with the new airport and 


realistic skyline, you will be able to fly any 
one of four Cathay Pacific aircraft. The 
pack will be priced at £19.99, the only 
worry is whether one version of MS '98 
will be able to handle so many add-ons - 
will it just grind to a halt under the 
weight? We will have to wait and see. ■ 



WHAT A COMPLETE NIGHTMARE FOR ANYONE NOT AT ALL INTERESTED IN FLYING. BUT ON THE OTHER HAND. FOR 
PEOPLE WITH A COPY OF MICROSOFT FLIGHT SIMULATOR '98. IT'S YET ANOTHER ADD-ON PACK 
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WHAT WE WANT TO SEE FROM THE NEW 
INCOMING PACK IS MORE IN-OEPTH 
MISSIONS AND BLOWING UP OF SHIPS 

lease on life, courtesy of Instant 
Access. They are currently developing 


age Software's popular 
action combat game. 
Incomina is to receive a new 


1 Expansions 


INCOMING PACK INCOMING 


48 new missions that follow a 
completely new story. They are also 
busy creating new vehicles for both 
sides and new world landscapes to 
fight over. If the add-on manages to 
be half as exciting as the original 
game then Instant Access could be on 
for their biggest title to date - a 
positive move away from the world of 
Quake and MS Flight 98 add-ons at 
least! The pack is nearing completion, 
so we should see review code quite 
soon. Prepare for battle. ■ 





WE THINK YOU KNOW WHAT TO DO. 




R unning With Scissors, the developers of one of the most I 
notorious computer games ever made. Postal have been 
working hard on an add-on pack to be called Special Delivery. 

In “Postal: Special Delivery" even more havoc awaits, with new levels including a 
shopping spree, a homeless buffet, an earthquake survivalist camp, and a very dodgy 
golf resort. There will also be some new characters, including a number of lawyers, 
hard-working Red Cross staff, and a few nudists just to add to the uproar. They have 
also added a load more of their distinctively tragic-sounding audio-bites, so we can 
expect screaming beyond anything we have heard before. To spread the word even 
more, new features such as spawning' multiplayer games, real-time game chat, co¬ 
op mode, new level editor documentation and improved networking will mean even 
more people will want to become postmen. Scary we know, but true all the same. 


QUAKE II UPDATE 



I acmillan Digital have announced 
the release of Zaero for Quake II. 

I Additional levels that extend the 
original Quake II story line will provide the 
player with the same old gameplay. but in 
new environments, complete with new 
terrain, monsters, weapons and equipment. 
Will this be any better than the rest? 


"Zaero provides an all-new mission 
with fourteen professionally designed 
levels of heart-stopping action," said 
Steve Schafer, producer, Macmillan Digital 
Publishing USA. "We’ve also included 
'spawnable' deathmatch items to allow 
map designers to make their Quake II 
compatible maps usable with Zaero." 

Well, take from that what you will, but 
there is still that debate as to whether 
the official id add-ons are the best. ■ 




WITH MORE MISSION PACKS COMING OUT FOR QUAKE II. WE WILL SOON FORGET EXACTLY WHAT WAS IN THE ORIGINAL 
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Previews & Reviews I 



INSURRECTION - A 



AZTECH NEW MEDIA - £19.99 

I tarCraft, from Blizzard 
Entertainment, was one of 
I the highlights of the year. 
Just when it seemed that the real¬ 
time strategy genre had run out of 
steam, this sci-fi wargame came 
along and scored a well deserved 88% 
in our May issue. This fully 
authorised add-on mission pack 
comes from Canadian software 
developers Aztech New Media. Best 
known for selling multi-packs of 
budget games from other companies, 
they have also released a 
supplementary mission pack for 
Warcraft II. Blizzard's other popular 


RTS title. 

Insurrection consists of a massive 
132 new levels, including three full 
campaigns, and 102 multiplayer 
scenarios. The campaigns fit into the 
existing StarCraft scenario, with the 
initial Terran part happening 
alongside the 'Rebel Yell' mission of 
the original game. You are called upon 
to defend the backwater planet 
Bronte IV against the invading Zerg 
swarm, as well as enemy Terran 
troops. If you have finished 
StarCraft’s single player campaigns, 
this could be just what you need to 
breath new life into your game. The 
new missions are well planned, with 
big. challenging maps and are, if 
anything, even tougher than those in 
the original game. They include new 
characters, new voices and special 
key sequences, triggered by your 
actions, which form part of a 
coherent plot. The animation for the 
faces you see during mission briefings 
are lifted straight out of the original 
game, but you can't expect miracles 
for this price. 

The only thing missing from this 
as an add-on pack is new units. 
Essentially anyone could make a 
product like this using StarCraft's 



INSURRECTION 

VALUE FOR MONEY 


NEW FEATURES 


EXTENDED GAMEPLAY 


OVERALL 


STARCRAFT MISSION PACK 



excellent map editor, although Aztech 
clearly have a talent for it. But 
putting in a few new Ghost 
abilities or hatchery mutations 
would have made all the 
difference. I guess we'll have to 
wait for Blizzard to do that 
themselves. 

The Insurrection add¬ 
on pack is in the shops 
right now. and for the 
amount of new material 
it contains, E14.99 
seems like a 
real bargain. ■ 






































' j Multimedia 





Our chance to have a little look a some new products that have a bit more 
educational value than mind-numbingly boring first-person shooters. If you 
are mad about science then we have something for you... 

MAD ABOUT SCIENCE 1: ENERCY & FORCES 


DK MULTIMEDIA 


£19.99 


0171 753 3568 


VERDICT 


hnergy^ 

& Forces 


K come up trumps again with 
more top edutainment titles. 
This is the first CD-Rom in their 
new Mad About Science series. The set is 
suppose to simplify the complicated topic 


of physics and provide a palatable offering 
to children of the ages 7-11. Mad About 
Science is presented by a rather annoying 
American woman that, though she knows 
her onions, is as irritating as anything. 
Whether children would find her equally 
annoying is debatable. She offers 36 
experiments split over a number of topics, 
including forces, light, sound, heat and 
electricity. This does seem a good way to 
introduce children to such knowledge, 
especially as these topics are rather 
dangerous, with this providing a safe 
alternative to real life experiments. The 
pack also provides a detailed reference 
section if kids get stuck on certain 


Q Q 

sections of the project. The whole thing is 
presented in a fun and humorous way 
which makes the topics far more 
enjoyable than they would be in secondary 
school. Again. DK come out on top. Look 
out for the other two in the series. ■ 


30 PETS: SPLAT THE CAT 



GET OFF THAT CAR YOU STUPID CAT. AND 
WHY DO YOU LOOK MORE LIKE A DOG? 
SOMEONE CALL THE PET DETECTIVE 


VERDICT 


NEECHEX INNOVATION £4.99 01480 350083 

n ithough this new take on the 
now somewhat flagging 
Tamagotchi phenomenon may 
have a weird name, it does mark a 
breakthrough in value for money. Up 
until now Neechex have released two 
of these 3D pets to much success; 

Koi Koi was a virtual fish tank with 
marginally less to offer than PC Pup. 
their other smash hit. Well they are 
back with another instalment, with 
another six in the pipeline, and from 
what we have heard, the pets will get 
weirder (an alien and a dinosaur are 
planned). So what can you do with 
your new cat? Well, to begin with the 
little fella has to be registered, and 
at the start he is just a kitten. His 
life span runs through 60 cyberpet 
years, so it takes about 60 days to 
grow to full size, at which point they 
are reborn. 

Unlike Koi Koi. your pet has the 
whole house and garden to explore 
and play In. though there are only 
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certain things you can do in each of 
the locations. The most interesting 
place is the kitchen - lots of things 
to do. such as feed the cat and de¬ 
bug him using the spraycan. The 
lounge has Koi Koi's fish tank and a 
fire that your cat can curl up in front 
of. You can also play Splat at connect 


four, but beware; he’s pretty hot at 
it. At all times you can see how old he 
is. his size, how healthy he is and 
whether he is happy or not. 

Overall these pets offer great value 
for money, lots of fun activities and 
much better graphics compared to 
their hand-held cousins. ■ 




































































AND ROUTE ‘98 WORLD 


AND £39.99 01865 200 800 

n theory this should be a 
must for all you students 
out there, dying to get away 
from the boredom of lectures that 
have flooded in this term. How about 
forgetting the traditional Christmas 
and get away from it all? Jump on a 
train and get the hell out of sleepy 
old nowhere town to far-off 
(warmer) places. If you fancy 
travelling then you may be one of 
those people that actually likes to 
plan your route, so here’s a resource 
for you to tap. The trouble is. you 


have detailed topographic road maps 
but no links to the railways, so sorry 
students, this is more for adults 
with economical cars and plenty of 
time to use them. What it does offer 
are guides to Europe, the Americas. 
Africa (roads in the loosest sense of 
the word). Asia and Australasia. You 
can organise your route to include 
specific destinations, and you can 
easily print out the results, but it 
won’t be long before these things are 
automatically fitted into every new 
car anyway! So really, at this price, it 
is not really worth it. Just do it Easy 
Rider-style. ■ 





MAYBE NOT THE BEST MAP IN THE 
WORLD. BUT AT LEAST IT DOES GIVE 
YOU A FEW IDEAS ABOUT WHEBEJ[Q_Ga 


VERDICT 


OSCAR THE BALLDONISr AND IRE SECRETS OF THE FOREST 



matching some of the leaves to their 
respective trees. Oscar, however, is an 
endearing host, not getting in the way too 
much and his voice is much more bearable 


than that awful woman in Mad About 
Science. There is enough for kids to get 
into here, but some of the games have 
limited replayability. ■ 


TIVOLA £24.99 0181 


I kay, maybe 
j your first 
I choice for 
entertainment, but 
kids should get quite 
lot from this product 
Oscar the Balloonist i: 
on his travels again, 
and this time (as the 
title implies) he is off 
the woods to check o 
what the trees have i 
offer. Based around t 
four seasons, this titi 
explores the woods, 
letting children 
investigate all the ani 
can be found and whc 
to throughout the yeai . 

The program has been designed with a 
rather wishy washy watercolour pictures 
that don’t really do the animals justice, 
and even us ’adults’ had a bit of trouble 



VERDICT 


68 % 


NURSERY SCHOOL (AGES 2-3) 


Europress £19.99 01625 855000 

n t last, we see the release of a title for very small children. This must be the first CO-Rom for this age range, and there seems to be no better way to get your 

children into using computers. We all know how important computers are in today's world, and kids really need to grasp the essentials of using a mouse and keyboard 
as soon as they can. and we have to remember it is so much fun when you’re young. 

This Nursery School title helps to teach young kids how to read, count, etc. before they normally would at school. While their mates are being potty trained, toddlers using 
this package will be trading in the stock market. A bit of an exaggeration... but still, you get the idea! 

Other topics help young children with phonics, colours, telling the time, writing and the alphabet, and the good thing is you can leave them to it for hours, like having a nanny. 
Lots here for your kids to do. A top quality title. 


VERDICT 
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PENULTIMATE 

Another month, another bundte of letters commenting on the England football team’s 

miserable experience in France, the price of games and Command and Conquer: Tiberian Sun. 


Missing Pages 


our magazine has been the only one that I have 
read since issue four. It remained cheap and had a 
decent amount of pages in it until a few issues ago. It 
seemed to lose about 30 pages and had very little in 
the way of reviews. Before that, the price of £3.50 
got bunked up to £3.95. This is irritating. 

Other than that, the magazine has remained 
strong and highly readable. I would just like to say a 
couple of things: 

1) The Command and Conquer series does not fit 
into the real-time strategy genre. I say this because 
if you were to observe a real combat situation, you 
might note that bases cannot be constructed in 
seconds and nor can armoured vehicles for that 
matter. If this were the case then the Gulf War would 
have been over in days. Hence CSC does not occur in 
real-time. This mislabelling of games does not only 
apply to you however. 

2) One of the few real real-time strategies I have 
played is Myth: The Fallen Lords. This game runs rings 
around things like Total Annihilation and Starcraft. It 
has a strong story ancf is much more graphically 
impressive than any other game in its genre. Despite 
your comments about it in the readers charts, a true 
real-time strategy has no need for unrealistic 
implementation of resource management. 

This brings me to another point. In your ever so 
brief coverage of E3 in Atlanta you said that Myth 2 
had little to offer and in the next installment you 
didn't mention it at all. when you mentioned such 
linear and restricted games as the Tomb Raider 


WHICH IS BETTER? COMMAND AMD CONQUER: RED ALERT OR MYTH- FALLEN LORDS? DOES ANYONE REALLY CARE APART FROM JACK? 


in the land of the giants! The environment she 
inhabits is totally out of scale with her, in her home 
the steps up to the various rooms go up to her knees 
and every chair she comes across is her height, when 
it should just be up to her waist. All the book shelves 
have books which are half the size of her and the way 
she runs by taking massive leaps makes her jerky and 
hard to control. Yes, I have made her walk, but this 
takes half an hour to get to her destination. And how 
is an archaeologist so skilled with every single 
weapon she comes across? I can understand the 
pistols, but the shotgun, uzi and rocket launcher? 
Yours sincerely 
Jack Fenneli Northumberland 


“I would like to point out the crapness of Tomb Raider” 


through a Myth 2 website I found. By the way, I found 
out about E3 two months before you went in to 
details about it. 

Finally. I would just like to point out the overall, 
urm, crapness of the Tomb Raider series. The camera 
views are really annoying and the way Miss Croft has 
a strange tendency to live after being shot in the 
face at point blank range is totally unrealistic. What I 
find most annoying is the way Lara seems to be living 


regarding our treatment of Myth 2 seem a little 
misplaced considering that we ran a Hot Prospect 
feature on the title in the last Issue. Your comments on 
Tomb Raider also seem a little out of place. The camera 
views can be a tad annoying at times, but very rarely 
and certainly not to the extent where it significantly 
hampers the enjoyment that can be derived from 
playing the game. And it is just a game, that's how Lara 
Croft can survive being shot in the face! 


series. Myth 2 is bound to be very popular amongst 
Myth fans so I think it should have received more 
attention than one sentence saying that it looked a 
bit like the original. If you were stuck for things to 
say then you could have searched the Internet for 
more. I found out everything about it that has been 
confirmed by those good people at Bungie Software, 


Proof Indeed that whilst you can please some of the 
people all of the time and most of the people some of 
the time, there are those who will never be satisfied! 
The number of editorial pages within the magazine 
have indeed gone down over the last couple of 
months Jack, but this Is more to do with the time of 
year, rather than something fundamentally wrong 
with the magazine. If you hadn't noticed, reviews and 
previews have been quiet over the last couple of 
months and so the number of pages in the magazine 
is reduced as a result. Then, when Christmas 
approaches, the magazine will go up again to 
accommodate the greater number of releases. In 
fact, this point will be highlighted next month when 
we go up to a whopping 196 pages! 

As for your comments about Command and Conquer 
and Myth 2, this is an argument were not prepared to 
get into. We liked both games and your comments 
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Could you help me with 



Help the Aged 


J have been reading your magazine since issue 
one and have found everyone to be interesting and 
reliable. I do. however, have one or two questions to 
ask you. Recently I visited France for my holiday and 
when going to the supermarket to buy our English 
paper I decided to see what the French had on offer in 
the computer games magazine area. Upon browsing 
the shelves I found that nearly every magazine gave 
away complete games for free! These included Take 
No Prisoners, GT Racing '97 and Flashback. These cost 
around 38-40 Francs, that’s roughly £4.20 - £4.50 
cheaper than most replay games. To add to this I also 
found Hexen II, which I bought and Outlaws at 79 


Francs and 99 Francs respectively, that’s under £10 
for games that have been out little over a year. As 
well as these full games supplied with the magazines a 
CD packed with demos was also provided. This could 
be because of the appalling price of games over there 
which I found to be expensive, but I was wondering 
whether you could buy the rights to giving games 
away free with the magazine? Would this be possible 
and if not. how can the French afford to do this? 

Another question I wish to ask is about light 
guns. Last month you said in your review of the 
House of the Dead that the PC has no light guns on 
the market, but I found one on my holiday. 

Yours sincerely 
Mathew Flynn, Cheshire 

It's funny you should mention giving away free games 
Mathew, because it's something we'd like to do. but 
unfortunately cannot. There are rules and regulations 
in place which govern the reproduction and 
distribution of games and unfortunately these 
stipulate that complete games cannot be given away 
for free. Obviously, these rules do not stand in France, 
but they are most definitely in place over here in the 
UK. As a result. I think it will be a very long time before 
you see a complete game given away for free with any 
of the UK PC games magazines. Should the situation 
change, you can rest assured that we will be one of 
the first to explore the possibility of such a promotion. 


s senior citizens, my husband and I love receiving 
your magazine every month. We read numbers one and 
two by chance and quickly became subscribers. Who can 
beat you for price, content and layout? We think you have 
a brilliant format: at our age higher priced books filled 
with ads are of as much use to us as a chocolate teapot! 

Getting up creakily off dusty kneecaps, might I 
point out one small ’but?’ We greedily soak up all that 
you pack into your pages, but our eyes are a wee bit 
older than those of your average reader, so do please 
make sure the tiniest print, especially against certain 
coloured backgrounds, can be read by us wrinkliesi 
Maybe you could run a ’magnifying glass’ competition! 

A suggestion comes to mind for a readers ideas 
forum corner in which possible storylines and plots 
could be put forward in all categories to give the games 
manufacturers some idea of public tastes. For example, 
in a point ’n’ click genre, I would love to see another 
Broken Sword -type adventure, but totally underwater. 
The mind boggles at the possibilities. 

Happy Printing! 

Kay Newsome, Lines 


Thanks for your letter and all your comments Kay. We 
can appreciate your point about the size of the text, 
but unfortunately we are not planning any change to 
that which we use. It's hard enough cramming all the 
information into the pages as it is. were we to make 
the text larger, you'd end up with 50 word reviews! As 
for the suggestion about the forum page, we have 
tried this sort of thing before, but unfortunately the 
reader response was not what we were hoping for 
and the feature was canned. Maybe in the future we 
will look at resurrecting the idea, but for now it is not 
at the top of our list of priorities. 

Penalty Misery 

^9 'm a bit of a football anorak, so you won't be 
surprised to hear that I spend many a twilight hour 
endeavouring to steer Rotherham United to the dizzy 
heights of the Second Division on football 
management games. 

As a result. I feel best qualified to assess this 
genre of game and I have found the Ultimate Soccer 




CM2 - THE MOST REALISTIC FOOTBALL MANAGEMEKT SIM! 

simulation ok. Championship Manager 2 has managed 
to attain spooky levels of realism. Having played 
through 22 seasons of blood, sweat and tears one 
alarmingly true statistic has emerged. The English 
football team has gone out of every major 
championship until 2020 after a penalty shoot-out. 
It's just like the real thing! 

C. Montgomery, South Yorkshire 

We always knew that CM 2 was the most realistic of 
the football management games, but you seem to 
have proof positive indeed! 

Back Issues 

El started buying UPC from issue two and now I 
have all the issues so far apart from issue one. I was 
about to invest in a back issue when, to my horror. I 
saw that it was sold out! Anyway, my point is could 
you not print more copies of issue one? 

Also, I have an addition to your almost perfect 
magazine - a chart showing a list of game release dates. 
Ed Barfoot, Kent 

Sorry to say there are no plans to re-print any of the 
back issues at the moment Ed. This may change in the 
near future though, in which case we shall certainly 
make sure all the readers know through the magazine. 

The Idea of a chart listing future releases is a 
good one which we may well introduce over the 
coming months. Be warned though, games are very 
rarely released when originally expected - Dune 2000 
and Daikatana being adequate proof of this! 


If you have something to say about PC games, or 
maybe just about PCs themselves, then write in to 
us at: Penultimate. ULTIMATE PC. Rapide Publishing. 

1 Roman Court. 48 New North Road. Exeter. EX4 4ER 
The writers of all the letters printed will be 
sent a free game. Please remember to include 
your address! 
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MAX 2 


Andy must rescue his doggy pal. Whisky, snatched avxay by the Forces of 
Darkness, and face l-iis darnesi fears in a secret kingdom, a world of 
soul-hungry phantoms, bed-time demons, manic monsters and bizarre friends. 


A Post-Nuclear Role Playing Game, sequel to RPG of the Year 


When you're finally finished witfi all the clones, check out a true f L i 

Now Available 


--‘‘Si intriguing adventure game in a world created by artist Gil 


I’KKK XKAI:K Explore fte wide reaches of space in the greatest v/ar to ever 
Now Av^ble befall the Human Race. 


V?fBASEBfilL 99 A smarter, more accurate baseball game created for baseball 
Now Available enthusiasts. 



NEWS 

Interplay to Launch 
Online Store 

pjn he company behind games such as 
1 I I Conflict: Frees pace and MAX. 2, 
Interplay, are to expand their Web site, 
allowing gamers to purchase the 
company's range of titles over the Internet. 

Joining the hordes of other publishers 
making use of the Web to increase sales, 
Interplay will be giving their site a facelift 
and adding the new section ready for the 
industry's peak selling season. 

Interplay's main home page can be 
found at www.interplay.com, but the 
online store is set to have its own URL 
at www.interplaystore.com. 

storm to hit Europe 

■ p until now, the online games service 
GameStorm (www.gamestorm.com) 
has always been based in the United 
States, meaning lots of lag for gamers in 
Europe. This is all set to change, however, 
as Kesmai have joined up with a European- 
based service provided called World Online 
International to bring GameStorm, and 
more importantly, faster gameplay times 
into the homes of users in the United 
Kingdom. Currently a monthly subscription 
to the service costs $9.95, but we could 
soon see the price converted to pounds. 
Sometimes offers with American-based 
services don't apply to residents outside of 
the United States, but hopefully other 
companies will follow Kesmai's footsteps 




and give everyone a chancelowner, Tim 
Sweeny. He admitted that the multiplayer 
side of the game is still a bit on the rough 
side and there should have been more tests 
and an open beta test prior to its release. 
However, he is confident that the second 
patch will eliminate most of the problems 
which players are currently encountering. 

Well, it seems as though Quake II is 
still the king after all! 

New site is 
officially Unreal 

ans of the first-person shoot-'em- 
up Unreal can now visit a brand 



.... ^ ... 



arc.v.e^ (.mi 

i i 


Unreal Available Now! 

Pisces 

ToPtiy 

r'D 

■ •' 

. ■ • *»« «■ ■. : 1-8774-UNREAL 

■‘i Unreal.eom Gets A Face Lift! : 

ONUNE 

U and Me 


new Web site dedicated to the game. 

Set up by the game's developer. Epic 
MegaGames, the home page offers 
official news, patches and various 
information on all aspects of the title, 
including the multiplayer site of things. 

Visitors are also invited into a forum 


which gives them the opportunity to 
express their views on the game and 
also chat with other enthusiasts. 

Cheers from Microsoft 

■ ccording to computer giant 

Microsoft, visits to the company's 
Internet Gaming Zone have increased, 
and at certain points up to 16,000 people 
are logged onto the multiplayer gaming 
service at one time. They have also claim 
to have more than two million members 
on their books, which would make them 
the market leaders. 
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official news, patches and various 
information on all aspects of the title, 
including the multiplayer site of things. 

Visitors are also invited into a forum 
which gives them the opportunity to 
express their views on the game and 
also chat with other enthusiasts. 


Cheers from Microsoft 

■ ccording to computer giant 
Microsoft, visits to the 
company's Internet Gaming Zone have 
increased, and at certain points up to 
16,000 people are logged onto the 
multiplayer gaming service at one 
time. They have also claim to have 


more than two million members on 
their books, which would make them 
the market leaders. 
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FIND:] My dream job 
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end 
Tantloi 

Gel ourFRU newsletteil 
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Subtcrtae | 

Tomb Raider III Previewed! 

Lara Croft i« back in action on the PC and the Todayli Top NeWK 
PlayStation. Lock and loadl • v 


Th»411 on SlmC)tv3000! 


Check out the second installmeni of our SimCity 
3000 Designers' Journal. 




wowos 

pC.Uiideigtiiurid 


Have Laptop, Will Travel 
Twelve kick'Ses products to enhance your 
portable gaming expertencel 


Tell iM what you think 


AMMUNIIION 


It's Download Time! 


i Game Reviews 



GAMECENTER HAS STILL MANAGED TO STAY IN MY TOP PC GAMING WEB SITES’. SO MAKE SURE YOU 
CHECK IT OUT BY VISITING WWW.BAMECEMTEILCOM. IT’S FULL OF REVIEWS. PREVIEWS AND LOADS MORE 



Storm to Hit Europe 

p until now, the online games 

_ service GameStorm 

(www.gamestorm.com) has always been 
based in the United States, meaning lots 
of lag for gamers in Europe. This is all set 
to change, however, as Kesmai have joined 
up with a European-based service 
provided called World Online International 
to bring GameStorm, and more 
importantly, faster gameplay times into 
the homes of users in the United Kingdom. 
Currently a monthly subscription to the 


service costs $9.95, but we could soon see 
the price converted to pounds. Sometimes 
offers with American-based services don't 
apply to residents outside of the United 
States, but hopefully other companies will 
follow Kesmai's footsteps and give 
everyone a chance! 


CHECK OUT MY PREVIEW OF RAINBOW 
SIX ON THE PAGE AFTER NEXT (DOH!) 
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There are even a few racing games to try 
out, and each workstation is equipped 
with a Thrustmaster racing wheel for the 
full effect. 

The far from geeky atmosphere 
attracts a broad spectrum of people who 
may want to just sit down and have a 
coffee or beer and have a quick session on 
Quake II in their lunch-hour. Alternatively, 
if you’re a real gaming freak you can enter 
into some of the events and leagues 
where prizes such as graphics cards are 
up for grabs. 

As the most popular game being played 
at the Playing Fields is Quake II. a system 
has been set up which logs each time the 
player logs on. their accuracy, amount of 
kills, deaths, etc. A regularly updated list is 
then pinned up where players can see how 
well they’re getting on. 

Prices vary depending on whether you 
enter as a visitor or become a member. 


where free hours and discounts are 
available depending on the type of 
membership you decide to opt for. 

A normal visitor pays £6 for an hour’s 
play, but this can be reduced down to £4 
for Platinum members. 

So. if you’ve ever wanted to host a cool 
party or want a very laid back business 
meeting, you won’t go wrong here. 


PRICES 

Visilw: r^bOpCThrJ 

MEMBERSHIP PRICES (per month)* 

Tree 

Price Hours Hourly Rote 
Bioiw £14.99 3hrs. [g&OOper fal 

Silver £26.99 6 hrs. f£4^perhf.| 

Gold £38.25 9 hrs. 

HalinufTi £47.99 12 hrs. j£4iX)perhrl 


Extra Itours: 

Member's guesls: 

OTHER MEMBERSHIP BENEFITS 


£5.00 per hr. 
£5.50 per hr. 


/// 

20% 20% 5% 

20% 20% 5% 

20% 20% 10% 


// 


// 


COME PLAY 
MY GAMES. 


www.theplaymgfields.co.uk 

Tel: 0171 383 5850 

Open: 12pm - 11pm everyday 

Although quite a few Internet cafes 
around the country do support gaming for 
their customers, none of them I’ve visited 
offer the same experience as that of the 
Playing Fields, which has gone from 
strength to strength since the red ribbon 
was cut earlier on in the year. And if you 
don’t fancy being sat next to a bunch of 
anoraks downloading the latest Net chat 
client for Internet sex. then be sure to 
visit this upbeat and casual new cafe 
featuring real women! 

Situated in the heart of London. 139- 
143 Whitfield Street to be precise, this 
stylish hang out houses a huge selection 
of dog's bollocks PCs, all local area 
networked for fast and furious gameplay. 
Twenty of the most popular games are 
available, from Quake II through to 
Command Q Conquer and Commandos. 
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MDTOCROSS MADNESS 


Publisher: Microsoft 
Type: Internet, LAN 

Web Site: www.microsoft.com/games 
Players: 1-4 

Suggested Service: Internet Gaming Zone 
(www.zone.com) 




All of the single player modes can be 
played here, including Baja. Stunt 
Quarry, National Race and Supercross, 
which makes the game far more 
attractive than other racing titles 
available with just the option of racing 
around a track a few times. Also, 
especially for the multiplayer mode, a 
bonus tag mode has been added where 
gamers can chase the ’it' player around 
until one player touches them. Then 
they must burn off and avoid being 
caught using, of course, the mounds to 
fly high out of the way. Some would 
argue that it's not as enjoyable as the 
other games, but it has to beat that 



stupid playground version! 

Even though it's not the best game 
when it comes to avoiding lag, 
Motocross Madness still seems to be 
quite playable, and, fortunately, it 
doesn't compare to Monster Truck 
Madness, also available on the Zone. 




Unfgrtwiatjrty th^ release date for 
f^nbow Srx^ 

41301?^^ Crtob^-bu^if you manage 
to get bold of the^ame from the 
Unjtod States. thei^ouTl be glad to 
hea^th at it* s jtready provmg 
jm^ibty';^^lar at Microsoft’s 
interne#'Gaming Zone 
<^ww.zone.coin). 

Tbi^trategy/actjon title allows 
users to control a selection of highly 
trained special operatives, and in 
multiplayer mode there’s a great 


selection of features to try out. 
including ones where yo^an'sttrrwr ’ 
bases, capture hostages (instead 
capture the flag) and a fejjyiore 
interesting ones. • ■ 

There’s even audio support, so if * 
you have a microphone attached to ^»» 
your computer you can chat to you^ 
team-mates! 




































Subscribe to ULTIMATE PC with our special 
order form and your subscription saves you 
over £10 on the cover price and gives you 
free delivery each month! 

SAVE! 

12 issues would normally cost 

£47.40 

Subscribe now and pay only 

£35.55 

A MASSIVE Saving! 


ULTIMATE 

PC 


Tbt ultimate in ntwf, 
prtvitwt and rtviawa for 
dte-fiard PC gamtro, plus a 
fully playabte dtmo CDf 

FREE CD with every issue! 

Packed with all the latest and best playable demos, 
the ULTIMATE CD compliments the magazine’s editorial 
superbly. 650MB of pure gaming pleasure can be 
found on each month’s easy-to-use disc. 
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Subscriptions 


Method of Payment 

Cheque - made payable to Rapide 
Publishing 

Visa [[J Access/Mastercard 
Card No 

Expiry date 

Signature 


Date 


Your Details 

Name 


Address 


Please start my subscription with issue no;_ 


Please send your completed form and 
payment to the following address: 

Subs Department, ULTIMATE PC Magazine. 
Rapide Publishing. 1 Roman Court, 

48 New North Road, 

Exeter. EX4 4EP. U.K. 


November 981 


issue 15 I ULTIMATE 


Telephone 

Signed 

Date 


E35.55 

including delivery anywhere in the UK or 

£69.99 

elsewhere in Europe 


ULTIMATE 


tffwm 


mm 


SUBSCRIPTION FORM 

Subscribe NOW for only £35.55 


YES! I would like to subscribe to 
ULTIMATE PC magazine and receive 
the next 12 issues for 









































































































































































































































a (>- 



CIVILIZ 


Microprose 


Microprose are poised to release 
a number of highly promising new 
games over the next few months. 
ULTIMATE Pq^takes a ioo^ at a 
smalt selection of those tHal 
seem destinedlotgr^ things. 


UNITS IN City 


City Resources 


City of Delhi 

Pop ; 15,000 
TREAsgRv; 1573 <301.0 


A S \f Civilization II wasn't good enough. Microprose are working 
on this new version that will improve a classic game. Apart 
from a few cosmetic touches to the interface, all the units will 
now be animated and will move. work, fight and die. and the cities 
and terrain resources, such as animals, will also be animated. 
Players will once again be able to decide how to rule their empires; 
they can either be democracies or they can rule with a rod of iron, 
and one again they will have the ability to negotiate with history's 
greatest leaders before deciding whether to fight them or become 
their allies. One of the more exciting new aspects will be the new 
feature of multiple maps that will be linked together to increase 
the playing area, but for moving units between them, the player 
will have to build special transportation units - another new 
feature that will make The Test Of Time almost like a three-ln-one 
set. And fear not. the extra two games will be formed from actual 
Civilization worlds. One will feature a fantasy scenario, and the 
other will feature a sci-fi scenario about an alien threat and the 
need to colonise and conquer the solar system. 


5 Turns: 

Buy FOR 127 oolo 


f Net Luxury: 2 


Net Science 


TR.iDE .\D\1S0R 
Kingdom of the Japaiics 
Shogun Toe Foo; .4,0. 20 


Net production 


Cilj' Trade 
PotlqioUs 

Moscok 21 1 I 

To»> Pavaiion ' ♦« J 

2 6^0 4 

Edo 

PasaiBadao lO'tSi 

Sauunio V t II! 4 

(vagDiluma 2 S 0 4 

4rtpb 22 ♦ 1 4 

Nora .<304 

longhorn g 1 0 4 


Next Citizen ; 
Arrives in 7 turni 
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STAR TREK THE NEXT GENERATION 
BIRTH nriiiT — r^i?iir''T“w m 


TIffi=GUN:.HQBNET.’S,NEST 


r j his is a turn-based strategy game that will focus on the grand scale of empire building no 
I ■ less, focusing on resource management, combat and diplomacy. Microprose plan that this 
game will require you to govern your burgeoning empire of one of five Star Trek races such as 
Humans. Klingons. Cardassians. Ferengi and Romulans. Each of these races has particular traits 
that influence the tactics and strategies that the player uses e.g. Humans are a balanced race, 
while the Klingons excel in combat and the Ferengi are excellent in trading and economics. As 
well as this, there will be about 30 other, minor races that can be traded with or attacked, each 
of which also has its own traits. 

The economic and technological development will be very in-depth, and the player will have to 
pay close attention to every part of empire building. With Microprose’s long association with the 
Star Trek licence, you can be rest assured that this game will feature authentic technology from 
the series and Its races. 

Let's just hope that the game isn't so In-depth that it alienates anyone who isn’t a Star Trek 
fanatic, especially if Microprose want the multiplayer option for up to five players to compete 
against each other, playing as each race, to help the game’s popularity. 

taSoffsYSUnTRESOURCE ^ 

S . «CMI]ITSTiaaiHELQT: 

Zm I * 1 TiliMllMiB 


r ollowing on from 19^2: Pacific Air Wars success, this 
■ World War Two flight combat sim aims for authenticity 
in the choice of planes available to the player, as well as their 
handling. Giving the player a choice from about 20 various 
British. German and American planes, including P-51 Mustangs. 
Messerschmitts and Spitfires, this game will pit you into 
closely fought dogfights over the skies of Europe. The 
historically-based single player missions will feature the 
protection and/or attacking of various bomber squadrons as 
they try to reach their targets, and for the more action- 
orientated flyers among you. there will be pure dogfightihg 
action - If that’s your sort of thing. 

As you can see. there Is great attention to detail In all the 
planes, and the smoke that results from the damage the 
planes take streams out behind them in a realistic manner. It 
just remains to be seen how well Microprose can develop the 
handling of the planes, but they should rest easy in the 
knowledge that if they’re successful, the multiplayer option 
for play over the LAN or Internet will help the game to 
deserved success. 
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y ■ his places the player in the cockpit of Maverick, the hero of 
■ the famous eighties film Tom Gun. starring Tom Cruise. You’ll 
be required to pilot your F/A-18 fighter through over thirty 
missions in three different environments, probably ones that are 
quite topical, such as Iraq. Microprose are aiming to capture the 
adrenaline-pumping, high octane action of the film’s flight 
sequences in a realistic flight sim that will push the player’s skills 
and nerves to the limit. 

The missions will Involve varying amounts of either air-to-air or 
air-to-ground action, so you’ll probably have to stay very alert 
during this game. With high quality 30 graphics and a thumping 
soundtrack, perhaps lifted from the film, this game could well 
prove to be a very impressive flight combat game. The multiplayer 
option for up to eight players over. yes. you’ve guessed It. LAN or 
the Internet, should test your skills against other budding Top 
Guns, all gunning for you. Microprose may be aiming for an action- 
packed flight game, but perhaps should try not to turn the game 
into too much of an arcade game, or they maybe risk alienating the 
flight sim-buying public. 
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y his game looks set to be a gaming 
* first, with an Innovative feature 
allowing players to fly their helicopters 
in multiplayer battles in tandem with 
people fighting in tanks while playing 
through Mi Tank Platoon 2 - this could 
certainly lead to some interesting games 
over the Internet. Microprose aren’t 
stopping there though, and are trying to 
make this the most realistic and detailed 
helicopter sim yet. especially with 
competition coming in the shape of the 
recent Team Apache, an office favourite. 

Gunship 3, at this point, seems to 
boast an impressive Al and mission 
generator that will adapt to the 
strategic ability of the player, adjusting 
the amount of support available to them 
in later missions, as well as adjusting the 
type of mission to be attempted and the 
forces to be faced. This will certainly 
ensure that no two missions will be the 
same, and hence greatly improve the 
game’s lastability. 
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y7^7^ seen the X-COM licence come far over the past few 
years. It all started off as a simple but fun turn-based , 
strategy, then, more recently, we’ve seen the game take a turn 
into space combat with X-COM: Interceptor. Now fans of the range 
of games should prepare for the fifth title, which will be in the 
form of a first-person shoot-’em-up. 

Developed in the UK and using the Unreal engine, players will 
have to run through over fifteen tough missions of alien battles. 
However, it’s not all about running around and shooting everything 
in sight! There Is an element of strategy involved, and users will be 
required to command a squad as they battle to enter the alien’s 
homeland. Your overall objective: to arrive back on earth In one 
piece. Alliance should be one to watch out for! 
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Ip; ollowing on from the three previous, and highly successful. sIms in 
■ i this series, comes Microprose’s latest effort, simply titled Falcon 4.(?. 
This again involves you piloting an F-16C jet fighter that will boast 
authentic models of avionics systems, weapons systems and artificial 
intelligence. Nowhere will this authenticity be more apparent than In the 
thousands of computer-controlled tanks, aircraft, ships and military 
personnel engaged In a real-time war that will rage around you as you fly 
your various missions. This war will be fought around the area of the 
Korean Peninsula, which will be faithfully recreated using rendered aerial 
photographs of the area, adding to the feel of realism in this game. 
Microprose are planning to offer four game modes, including an Instant 
Action mode involving unlimited fuel and ammo, a Dogfight mode for 
multiplayer action, a Tactical Engagement mission builder that Includes 
training missions and the ubiquitous Campaign mode. This will feature 
dozens of types of missions involving all aspects of combat flying, including 
the need to plan your missions, arm the plane and design contingencies 
such as emergency landing sites. With this game, like the previous games, 
benefiting from the input of Pete Bonanni, an experienced F-16C pilot and 
veteran of numerous combat missions, this game could well set the future 
standard in the genre of flight sims. 


I i t’s the game which fans of the past two titles have 
■ been waiting for. And with a wider selection of Mechs 
to take control of and even more weapons, this third 
instalment will surely be one to watch out for. 

MechWarrIor 3 Is set in the year 3058. with the storyline 
being set in the Battletech science fiction universe, which 
spans across more than 35 novels to date. 

Four modes of play will be offered to gamers: 
Training Sessions. Single-Player Campaign. Single 
Scenarios and. of course. Multiplayer Melee for combat 
between human players. 

If you’re in search of an aggressive science fiction 
strategy/action title, then prepare for MechWarrIor 3, 
which Is due for release early next year. Expect a full 
preview soon. 
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Lead your team of crack commandos to 
victory with this comprehensive mission by mission guide. 



Level 1 - 
Baptism of Fire 

Ah, your introduction to the value of 
stealth over firepower 

Firstly get your Driver to hit the 
deck, then head the Green Beret 
around the back of those broken 
walls being careful to avoid the 
guard patrolling the road. Wait for 
the guard to reach the southern end 
of his sweep and head back towards 
the road. 

Now get the Green Beret to stand 
up, select the knife and double click on 
the guard to run after him and kill 
him. Hide the body in the trees to the 
north of the road. Wait for the two 
guards to the east to head south 
down the road, climb over the wall, kill 
the sentry and dump the body at the 
back of the building. Wait for the two 
guards to head north up the road, 
then when the Driver is out of sight, 
make him stand and gun them down 
with his sub machine-gun. 

Move the Green Beret and the 
Driver north to the small landing. 

Swap to the Marine, send him into the 
water and use the scuba gear. Follow 
the coast west and kill the guard 
furthest north. Work your way south 
taking out the guards until you can 
safely grab the dinghy. Either row or 
swim to the south where the Driver 
and Green Beret are waiting, deploy 
the dinghy and row to the 
northernmost island. It's a good idea 
to hide your men at the west corner 
of the westernmost building, send one 
guy to kill the machine-gunner then 
run him back around the corner. 

Now group all of your men, select 
the pistol and wait for the three man 
patrol to investigate. Gun them down 
then carefully kill the remaining few 
guards. Get the Green Beret to carry 
an explosive barrel to the transmitter, 
drop it, back him away and shoot the 
barrel to destroy the transmitter and 
complete the mission. 


Level 2 - 
A Quiet Blow Up 

Be careful of the patrol-boat on the 
river. Time its sweeps so that you 
don't get caught in the open. Kill the 
patrols near the beginning and hide 
the corpses behind one of the walls. 
Use your Sniper to kill the guard on 
the wall, then get the Marine to deploy 
his dinghy and row the Sniper and the 
Green Beret across and to the north 
so that you are mainly hidden by the 
compound wall. 

Disembark the men, send the 
Marine back and collect the others. 
Send the Green Beret up the wall 
and get him to drop the raised 
ladder down. Climb the Sniper up 
and take out the machine gunners 
in the turrets. Kill the guard in the 
compound with the Green Beret 
and move his body out of sight of 
the guards outside the compound. 
Once the guard in the camp is dead, 
get all your men to climb down into 
the camp. Be very careful of the 
patrols outside. 

Send the Green Beret to the gate, 
kill the guard here and raise the 
barrier. If necessary kill the single 
guard by the road and drag his body 
back inside the camp. Now load 
everyone but the Sapper into the 
truck, drive the truck to the gates, 
set the explosives next to the tanks, 
pile the Sapper into the truck and 
drive, drive, drive. There you go, that's 
number two done. 

Level 3 - 

Reverse Engineering 

This one isn't so bad and a good chance 
for the Sapper to use his beartrap. 

Kill the first three guards with 
the trap - just run out, set it and 
wait for them to walk over it. You 
have to run out and reset it. 
unfortunately. The Spy's uniform is 
located on the washing line in the 
southern camp, the boat is located 
just outside the walls of the 
southern camp. The solitary sentries 
near the water aren't a major 
problem for the Marine. Once they are 
dead swim south along the coast and 
collect the dinghy. The Marine is very 
good for leaping out of the water and 
killing guards on the shore, so use 
him to do just that. Try to kill all of 
the sentries without raising the 



alarm. Again, this will take more 
time, but it is worth it. 

Now send the Marine back up to 
collect the Spy and use the Spy to 
collect the uniform on the rope. Once 
dressed for the occasion, send the Spy 
over the dam and into the large camp. 

Now comes the hard bit. Kill all of 
the sentries with lethal injections, 
without raising the alarm or getting 
spotted. Believe me. it is HARD - study 
the patrol routes and every single 
guard's line of sight. Flick the switch 
on the small tower to deactivate the 
electric fence and then get the Marine 
to ferry the Sapper across the water. 

Now the Sapper can cut through 
the fence and collect the explosive 
charges. Get him to place the first one 
next to the pill-box just below the 
dam, and then send him south along 
the waterside. After the detonation, 
wait for the five man patrol to resume 
its route then get the Spy and Sapper 
into the boat. Row to the foot of the 
dam. send the Sapper out and get him 
to place the last charge below the 


dam. Get him back in the boat and row 
back to the far side of the river. Send 
everyone north to the end of the dam 
and just pile into the evacuation truck 
for a swift extraction. 

Level 4 - 
Restore Pride 

Carefully take out all of the guards 
to the west of the barbed-wire 
barrier. Get the Driver into the tank 
as soon as possible and then gun- 
down the remaining guards west of 
the bridge. Now drive the tank back 
up to the North and park in the small 
gap in the rocks nearest the patrol 
boat. From this point the tank can 
strafe the entire platoon south of 
the bridge with machine-gun fire. Kill 
all of the soldiers then snipe the 
guard at the other side of the bridge. 
Carry his body back over the bridge 
(if you stay at the sides you can 
cross whilst the train is moving) and 
then send the remaining guys over 
the bridge. Try eliminating the 
patrols with the decoy and use all of 
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your men firing together to kill as 
many men as possible. 

Now head for the supplies in the 
north-east corner of the map. Return 
to the bridge, get the Marine to climb 
down the ladder in the centre and 
deploy the dinghy. Now send the other 
men, including the Driver, towards.the 
compound. You really need to worry 
about stealth now. Infiltrate the inner 
base by killing the sentries and 
creeping past the patrols. Take out 
the guards that you can with the 
Green Beret and snipe the rest before 
the alarm goes off. 

Send the Sapper out and plant the 
explosives next to the headquarters. 
Detonate the explosives, return the 
Sapper and the others to the patrol 
boat then swim the Marine to the 
boat and head out to the west to 
finish the level. 

Level 5 - 
Blind Justice 

To clear the patrolling guards in the in 
the top area, use the Spy to lure them 
behind the rocks in the top corner. 

You can do this by letting them see 
your footprints in the snow - be sure, 
however, that you are not seen. 

The next section requires you to 
position your Spy just north of the 
uniform, so get as close as you can 
without being seen then move your 
Beret down the west side towards the 
phone. Once there you can use the 
nearby house to hide whilst you wait 
for the patrols to pass. Once they're 
gone use the phone to create a 
diversion so that your Spy can get the 
uniform. You then need to use the 
cable car. kill the guard on the upper 
platform and leave the Spy there. 

Now get the Beret through the 
minefields and up the cliff face 
avoiding the patrols - you will need to 
time this just right or you will be seen. 
Get your Spy to distract the guard 
just above the barracks - this will 
allow your Beret get up without being 
seen. From then on you can kill or 
distract the guards whilst the Beret 
puts the explosive barrels in place and 
sets them off. The only thing that 
stands between you and victory then 
is a short dash to the glider. 

Level 6 - 

Menace of the Leopold 

The first section of this mission is 
fairly easy, as the Beret can climb the 
wall to the east of the ruin and kill all 
the guards without being seen. To 
destroy the tank just to the south 
you will need to set a bomb at the 
tank’s westernmost patrol point. 
Some guards in the main camp will 
hear the explosion and come over to 
investigate - the alarm, however, 
should not go off. If you hide behind 
the rock and the tents just above the 
explosion point as cover, you can take 


kill the guards with your pistols as 
they approach - this leaves the camp 
fairly unguarded. Try to save as many 
Sniper bullets as possible, especially 
one for the guard standing on top of 
the barracks. You don't need to worry 
about killing the guards south of this 
building, however, because they will 
not affect your mission. 

You should now be able finish off 
any guards in the camp above and set 
the bomb on the train. Use the Green 
Beret and the decoy here. If you place 
the decoy by a wall, approaching 
guards will face the wall and you can 
stab them easily. You will need to kill 
the machine gunner and the guards 
around the extraction point, just 
above the train and the guards in the 
eastern ruin. These are easily disposed 
of with the Sniper. 

Level 7 - 

Chase of the Wolves 

Your first priority is to get the 
uniform from inside the eastern camp 
and the bombs just north from there. 
Once you have these you can blow up 
the two barracks in that area, cutting 
off any reinforcements. This will make 
it easier for the Driver to get the tank 
and destroy the cannons that protect 
the U-boats. 

The next thing to do is get the 
Marine and Beret to the row boat 
south of their start position. You can 
use their pistols in the top area, but 
as you get closer to the western 
barracks you will need a more stealthy 
approach. You may find it helpful to 
destroy the barracks with the nearby 
barrels, and don't forget to kill the 
patrol by the lighthouse. Once you 
have the boat, collect the rest of your 
men from the eastern camp and drop 
the Sapper off on the south eastern 
dock. From here the Sapper can use 
his two remaining bombs to destroy 
the U-boats. 

Level 8 - 
Pyrotechnics 

This is a very tricky mission, because 
you don't want to set the alarm and 
you need to kill almost if not every 
guard on the map. 

The key to the top section is to use 
the Beret's decoy to sneak up and 
knife the guards from behind. You will 
need to save your Sniper bullets for 
the men on the rooftops in the lower 
sections, but you can use one to take 
out the guard on the large cannon. A 
good trick for the lower section is to 
move your Sniper down to the left- 
hand side, just above the armoured 
barracks and to the left of the two 
tents. From here let him be spotted by 
the guards but don't move him. Guards 
from ail over the camp will move to his 
position, line up and aim their guns at 
him. although they will not fire. This 
leaves your Beret free to sneak up 



behind them and quietly kill them with 
the knife. This is a little daring though, 
so if not. take the guards out one by 
one. You can use the houses to hide in. 
You will need to kill any guards on and 
near the bridge to clear your escape 
route, and once you've blown the fuel 
tanks be ready to run for your lives to 
reach to escape jeep. 

Level 9 - 
A Courtesy Call 

This mission is not very hard, providing 
that you don’t set off the alarm. 

The first thing to do is use the Spy 
to kill as many guards as possible 
without being seen, remembering to 
hide the bodies, of course. You can use 
your Spy to eliminate as many single 
guards as you can. You can also use the 
Spy to distract the three man patrol in 
the southern end of the camp whilst 
your Sapper places the first bomb 
halfway between the radar station and 
the radar dish, and the second bomb 
next to the north west bunker. 

As soon as you can, use the Driver 
to block of the three tanks in the 
northern part of the camp with the 
fuel truck - it is best placed between 
the left and the middle tank. Get the 
Beret to put the barrels next to the 
two centre buildings and then move all 
your men into the eastern courtyard. 
From here use the Sniper to shoot the 
barrels, which will destroy the two 
centre buildings - this will set off the 
alarm, so quickly detonate the 
Sappers’ bombs and wait for the 
escape truck. As you can see, the 
tanks will have crashed into the fuel 
truck and blown up. 

Level 10 - 
Operation Icarus 

You can make a noise in the first area 
of this mission, so clear it quickly. 

Carefully dispose of the guard on 
the western entrance and use the 
Beret to climb the top left corner of 
the wall to gain quiet access to camp. 
Once inside the base (climb the wall 



THE BERET'S DECOY AND SPY’S DISTRACT 
SKILLS WILL BE OF GREAT HELP 

and hide behind the crates) you will 
need to work down to the 
southernmost tank - the Beret is the 
best choice for this. However, you can 
use the Sniper to kill a few of the 
guards. As soon as you have cleared 
the inside of the compound, release 
the hostage, get all your men well out 
of the way and use the Driver to wreak 
havoc with the tank. Be sure to kill all 
the guards with the tank, especially 
the gunners along the central path. 

The rest of the mission should not 
pose too much of a problem. 

Level n - 
In the Soup 

The Beret's decoy and the Spy’s 
distract skill are very helpful to the 
tricky start of this mission. 

Once you have cleared the first area 
use the Spy to kill the two guards on 
the eastern mound - this allows your 
Beret to climb up there without being 
seen. From this point work your way 
northwards to secure the escape truck. 
You then need to use a combination of 
the Spy. Beret and Sniper to clear a 
path so that the Driver can reach the 
truck. It’s then just a matter of 
gunning down any guards and 
reinforcements that are left so that 
the Sapper can set the bombs. 

If you've ran out of bombs you can 
use the oil truck to shoot the fuel 
tanker just as it passes between the 
two north eastern oil rigs - this will 
destroy them both. Once you’re done, 
escape to the west. 


November '98 | Issue 15 | ULTIMATE PC I 













(Guide 



Level 12 - 
Up on the Roof 

This mission requires the Spy to kill 
the guards around the Beret’s and 
Sniper’s hideouts so that they can 
escape. Once they’re free it’s just a 
case of carefully killing all the guards 
and freeing the hostage. There is no 
real strategy, except to be quiet and 
reach the escape truck. 

Level 13 - 
David and Goliath 

Use the Beret to climb up the dock 
wall and kill the four guards, then 
swim your Marine up to the main 
entrance and wait for the supply boat 
to open the gate. Once you’re through, 
kill the guard by the cannon and open 
the gate. 

Get all your men in the boat and 
move them to the main entrance then 
use the Marine’s scuba gear - he will 
get out of the boat but everyone else 
will stay in. Use the Marine to kill the 
two guards on the small pier just 
north of the entrance and at the 
same time use the Sniper (he can 
shoot from the boat) to kill the guard 
on the south western point of the 
main dock. The rest of the guards are 
quite tricky - you can use any 
remaining Sniper bullets and the 
beartrap to kill them. 

As soon as you can, get your 
Marine into the sub and blow up the 
large boat with the sub’s torpedo - 
the alarm will then go off, so use your 
Sapper to blow up the fuel tanks 
quickly. You can use the large cannon 
on the southern dock to destroy any 
patrol boats that appear. This should 
secure your escape. 

Level 14 - 
D-Day Kick-Dff 

Once again there is no real easy 
strategy to this mission, just be as 
quiet as you can. 

The decoy combined with the 
beartrap makes an effective weapon, 
and the Marine is also useful for 


sneaking out of the water and killing 
the guards on the beach. The Beret is 
able to climb on the central mound 
and sneak up behind some of the 
guards, and the Sniper can shoot from 
the boat, although you will need to 
save some bullets for the guards on 
top of the cannons. 

The mission becomes easier as 
soon as you have control of the tank. 
All you need to do then is use the 
barrels and your bombs to destroy 
the guns. 

Level 15 - 

End of the Butcher 

Avoiding the five man patrol you will 
need to work your way up to the tall 
building in the north-west, where the 
Spy’s uniform is. Once you have the 
uniform, get your Sniper onto the flat 
area on the roof. From here you will be 
able to kill the General in the garden 
below. The alarm will then go off and 
you will need to get into a few 
gunfights to reach the enemy HQ on 
the east side. 

As soon as you have reached the 
HQ, move a car in front of the HQ and 
shoot the engine from a distance. You 
may find it helpful to kill the patrol 
that is guarding your escape truck 
before you blow up the HQ. The key to 
completing the first part of this 
mission is to study the timing of the 
five man patrol - you’ll have to be 
patient as their patrol is quite long. 

Level 16 - 
Stop Wildfire 

Try not to set the alarm off at the 
start of this mission and save one 
Sniper bullet for the end of the mission. 

Work your way down to the Spy’s 
uniform on the other side of the 
railway. Once you have it use your Spy 
to kill as many guards as possible 
without setting off the alarm. As soon 
as you can, move your Sniper down 
the east side of the riverbank until 
you have a clear shot of the detonator 
on the east side of the bridge. 


Next move your Spy behind the 
enemy Sapper on the west side of the 
bridge and swim your Diver next to 
the small island in the middle of the 
river under the bridge. You will need to 
kill the enemy Sappers simultaneously, 
so start by killing the two on the 
centre island with the Diver, then use 
the Spy to kill the west side Sapper, 
and as the east side Sapper 
approaches his detonator, shoot him 
with the Sniper before he reaches it. 
You can then escape in the truck. 

Level 17 - 
Before Dawn 

Use the Spy to go through the enemy 
camp and open the bridge. Then use 
the Spy and the Beret to clear the 
area just above the bridge. Use 
gunshots to lure guards over to your 
position and use the rocks as cover - 
try not to get too close to the camp 
as you will set the alarm off. 

Move your men next to the crane 
outside of the camp and then close the 
bridge to block off any guards. Next 
use the Spy to open the taps on the oil 
tanks. When no-one is looking shoot 
the oil, as it will ignite and block off 
any reinforcements. Before you release 
the prisoners you may want to clear 
the top area - to do this use your 
Diver to swim to the top right area 
and work his way left. You could also 
use the Spy to distract some guards 
to make the Diver’s job easier. You can 
then release the prisoners and escape. 

Level 18 - 

The Force of Circumstance 

Start the mission by shooting off a 
couple of rounds to lure the guards 
over - the alarm will go off but don’t 
worry, only a few guards will come 
over. Clear out the area above - you 
can use your pistols to a certain 
extent but don’t fire near the enemy 
barracks by the train tracks. You can, 
however, fire near the smaller 
barracks close to your original position 
as there are only a few men in it. Use 
the Diver to transport the Driver to 
the other side of the river. You will 
need to kill some guards on the top 
island to get the boat. 

Next move both the Diver and 
Driver down to the tank in the corner. 
Once you have possession of the tank 
you can take out as many guards as 
necessary in order for your Diver to 
ferry the Sapper over to the bottom 
island and collect the explosives. 

Once you have them you can blow 
up the bridge and escape in the truck. 

Level 19 - 

Frustrate Retaliation 

You need to work your way down to 
the small bay in the bottom left of the 
top area. This is best achieved by 
moving in an anti-clockwise direction 
from where you started the mission. 


Place a decoy over an open 
beartrap to lure in and kill guards in 
areas where they will not be spotted. 
You may find it helpful to blow up the 
enemy barracks in the top left corner, 
this will, however, make your mission 
more difficult. Save at least two 
bullets for the dogs in the lower 
sections and another two bullets for 
the gunners on the river banks. You 
will need to clear the lower left area of 
the map before moving upstream to 
the bay next to the rail tracks. 

Once you have crossed the tracks 
use your last Sniper bullet to kill the 
dog in the kennel and climb the wall 
with the Beret so he can flick the 
conveyor belt switch. The conveyor 
belt will now have changed direction so 
the rest of your team can use it to get 
into the base. Use the barrels and your 
bombs to blow up the missiles, and if 
you wish, blow up the enemy barracks 
to stop enemy reinforcements. 

Level 20 - 
Operation Valhalla 

Use the Beret to scale the wall to his 
north and kill as many guards as 
necessary so that you can crawl along 
the outer wall without being seen. 
Make sure you kill the guard on top of 
the enemy HQ. Crawl along the outer 
wall killing the guards on the way. 

Once you reach the east side of the 
wall, kill the guard above the 
underwater gate and the patrolling 
guard just north of there. You can 
then use the Sniper to kill some of the 
guards on the topmost wall, but save 
one bullet for the man in the large 
cannon. Climb you Beret down the 
ladder into the shooting range and 
open the underwater gate then move 
your Diver into the shooting and lure 
as many guards as possible into the 
shooting range. 

Once you have cleared that area 
take out the guards on the southern 
exit and clear the area to the left. You 
can then kill the guards on the 
western exit and gain access to the 
Spy’s uniform. Use the Spy and the 
Beret to clear the eastern area to gain 
access to the tank - remember to use 
the Sniper to take out the man on the 
cannon. Use the tank to destroy the 
missiles, enemy barracks and as many 
guards as you can. This should make it 
easier for the Sapper to reach the 
enemy HQ and blow it up. You can then 
escape in the tank. ■ 
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Minitips 


TIP THE BALANCE 

As always, we have the best cheats for the newest games. 

This month we have help for Commandos, 
X-COM: Interceptor and MechCommander, plus many others. 


If you know of any cheats that 
we've missed out, send them to us 
at: Tip the Balance, UinwATE PC, 
Rapide Publishing, 1 Roman Court, 
48 New North Road, Exeter, EX4 
4EP. There'll be a free game for the 
best of those printed. 


Age of Empires 

Press Enter to activate chat mode, 
then type in: 

Diediedie - Kills everyone 
Resign - Ends the game 
Reveal map - Reveals the map(!) 

E=mc2 trooper - Gives you a 
nuke trooper 
Photon man - Gives you a 
laser trooper 

Gaia - Lets you control the lions and 
elephants (Note: once entered, you 
cannot switch back to your men) 

Hari Kari - Kamikaze 

Flying Dutchman - Catapult triremes 

can travel on land 

No fog - Removes fog of war 

Steroids - Buildings and units are 

created instantly 

Kilix - Kill player x (where x equals the 
number of the player) 

Homerun - Win scenario 

Big bertha - Heavy Catapults have 

greater range 

Big daddy - Gives you a rocket 
launcher car at your town centre 
ICBM Ballistas get 100 Range Points 
Hoyohoyo - Priests are faster and 
stronger (600 hit points) 

Dark Rain - Comp. Bowmen become 
trees and can walk on water 
Black Rider - Turns horse archers into 
black riders 

Jackbenimble - Click on a Heavy 
Catapult then type in that cheat It 
fires Super Man. Peasants and other 
people instead of rocks! 

Medusa - Click on a villager then enter 
the code. When the villager gets killed, 
he will come back as a dark rider, then 
when the dark rider gets killed, it will 
become a heavy catapult! 

Pepperoni pizza -1000 units of food 
Coinage -1000 units of gold 
Woodstock -1000 units of wood 
Quarry -1000 units of stone 

Army Men 

Press [ESC] then type: 

OCCULTATION - Puts you into stealth 
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mode, so the enemy don’t know you’re 
there until you open fire. 

PYROMANCER - Gives you unlimited 
ammo for flame-thrower. 

PLETHORA - Gives you unlimited 
ammo for second weapon. 
AEROBALLISTICS - Gives a 
complete list of air commands 
(strike, recon. paratrooper). 
INVULNERABLE - Makes your 
Sarge invulnerable. 

PARALYSIS - Freezes enemies. 

TRIUMPH - Instant win. 

SUCCUMB - Surrender. 

Battlezone 

In single player mode, hold down Shift and 
Ctrl then type in the following cheats: 
BZBODY - Unlimited shields 
BZFREE - Unlimited resources and pilots 
BZTNT - Unlimited ammo 

Comanche Gold 

Simply press the ’R’ key for the Radio 

and then enter the following codes: 

PIGSOINK - Max overkill 

HARMONY - GPS Hellfire 

6969 - Mercenary 

X666 - Kills your team-mate 

IMARAT - Invisibility 

IMACOW - Time freeze 

LOADME - Reload 

FIXME - Fix Damage 

mi 

Commandos: 

Behind Enemy Lines 

Level codes for Commands: Behind 
Enemy Lines: 

2 4JJXB 

3 ZDD1T 

4 RFF1J 

5 K4TCG 

6 DT1WN 

7 IH3W1 

8 52WJ7 

9 924BF 

10 PSGPW 

11 JF0P3 

12 4MB4D 

13 BJK4Y 

14 TI8D1 

15 XQWDC 

Constructor 

If the council are doling out too 
many black marks to you, get 
yourself a level two house and 


make the tenants the ’punks'. 

After a short time, the punks will 
start to complain about a hedge 
and you’ll be given some more black 
marks if you don’t reduce the rent 
considerably. 

If you do this you’ll receive some 
white marks. With this done, put the 
rent back up and then wait for them 
to start complaining again. You can 
repeat this trick as often as you like, 
helping to build up hundreds, or even 
thousands of white marks. 

Here are some cheats from 
Jonathan Friel. The following cheat 
codes are for DOS Constructor only. 
The words must be typed in 
without any spaces on the single 
player or network selection screen. 
Each one must be finished by 
pressing Return. You must makes 
sure that you cannot see any words 
being typed into the screen. When 
successful you will here a beep. 

Once in the game press C and 
you will notice a ’x’ sign by the date 
at the top of the screen. This will 
show that the cheats you have 
entered are now activated. You 
cannot save a game and return to it 
later with the cheats active. 
Speed471 - Allow speed up game in 
network mode 

Worker902 - Allow buying of workers 
at all times 

Gangster822 - Allow converting of 

workers to gangsters 

Weapons473 - Allow buying of any 

weapon for gangsters 

Tenants127 - Allow selection of any 

tenants at any time 

Fences673 - Allow selection of any 

fence at any time 

Loans039 - Allow borrowing of any 

amount from the bank 

Estates131 - Allow buying of an estate 

without limit 

Houses738 - Allow selection of any 
house at any time 
Build909 - Allow CTRL when placing 
house at any time 

Actions674 - Allow use of undesirable 
action on easy level 
Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 - Allow alt I to toggle 
missions on/off 

Complaln840 - Allow Alt P and Alt M 
for supplying police and bribes 


Cadets552 - Allow team change in 
single player mode only 
Maps751 - Allow playing of any map 
with any number of players 


HEMf 

Dominioii: Stonii over Gift 3 

Hit ’Enter’ during play and type in the 
following codes, then hit ’Enter’ again: 
LUSHEE = Increases resources 
INFRARED = Reveals map 
COMBUSTION = Kills all enemy units 
ZIPPER = Speed build (also affects the 


computer player) 

rifk Road to the 
World Cup '98 


To activate cheats, go to the player 
edit screen, and enter any of these as 
player names, then go to stadium 
select and press F5. 

JOHNNY ATOMIC Player will take a dive 
and be awarded a free kick when you 
double-tap the letter ’E’. 

XPLAY - Causes a timer to appear at 
the top of the screen. When it runs 
out. the player with the ball and his 
team will fall over. 

EACROCKS - Big head mode 
UR10FUS - Invisible walls 
DOHDOHDOH - Crazy ball mode 
FOOTY - Makes your player celebrate 
when he gets the ball. Double-tap ’E’ 


Forsaken 

Enter the following codes at the 
start menu, where you select the 
next level. First type the word 
BUBBLES, after which you should 
hear a sound which tells you the 
cheat mode is on. then type in: 
THEFULLMONTY - Activates level 
select with left and right cursor keys 
JIMBEAM - Toggles beam weapons 
cheat. Select laser once for normal 
laser, twice for more powerful laser, 
and a third time for Superbeam 
LUMBERJACK - Toggles missile 
weapons cheat. Select Mug once for 
normal missile, select again for 
spiralling missile, and again for 
bouncing missile. 

lAMZEUS - Toggles god mode (You may 
have to type lAMYEUS) 

To always have five lives, you need to 
get creative with the code. Using a hex 
editor, open Forsaken.exe. search for 
83c4085ec3664866. then change 4866 
to 9090. To make the enemies easier to 











Using a hex editor, open 
Forsaken.exe. search for 
83c4085ec3664866, then change 
4866 to 9090. To make the 
enemies easier to kill, find 
Enemies.txt. in forsaken/data, and 
change the setting to Shield 0 

NEW 

House of the Dead 

At the main menu, hold Ctrl while 
typing in: 

SKIOMARX = Enables ’Cheat’ and ’Edit 
Character Stats’ options 
CREATURE = Enables 'Creature Test’ 
mode 

MEMf 

MechCommander 

In the game directory, rename the file 
windows.fit’ to ’buymechcommander 
.2’ (no spaces) When playing game hold 
shift and type these cheats: 
GOLDMECH = Money 
ULTRACOMMANDERFORGEINHEAT = 
Unlimited drop weight 
ATLASAWESOMETACTICAL = Get all 
Mechs 

LORRIE = Restores ammo and armour 
OSMIU = Activates god mode 

NEW 

Outwars Cheat Codes 

MACLEOD = Immortality 
KEYMASTER = Unlimited jet pack fuel 
DIRTYHARRY = Unlimited ammo 
BUZZ = Glider wings 
PHANTOM = Spy on enemies using the 
F11 and F12 keys 

SNIPSNIP = Change your marine’s 
gender 

THRASHER = Shows all your enemies 
on radar 

WEAPONCAM = Camera follows your 
fired rounds 

JUMPXXX = Jumps to the level name 
inserted for XXX. Working level names 
include Oasis. Anubis. Ragnarok. 
juggernaut and Dead 
GOHOME = Reset to the start position 
FRAMERATE = Displays frame rate 

StarCraft 

During the game, press enter and 
enter any of the following: 

I got gas - Gives you 10000 vospene gas 
Show me the money - Gives you 10000 
each gas and ore 

Gimme fuel, gimme gas - gives ore 
and vospene gas 

Operation cwal - Speeds up building 
The gathering - Unlimited mana 
No glues - Stops enemies using magic 
Dig up - Reveals buried Zergs 
Dig dug - Reveals buried Zergs 
Get out of my way - Invulnerability 
Ucia ‘ displays ’Go Bruins!’ 

On screen ~ Reveals map 
Black sheep wall - Reveals map 
Ale - Upgrades all marines 


Coffee - Upgrades all Terran units 
Long live the queen - Upgrades all Zerg 
units 

It’s a bird! A plane! It’s dead! ~ 
Destroys all flying units 
Nuclear winter - Nukes a random 
location 

Armageddon - Destroys all units 
Fart - Enemy loses all gas 
Pickpocket * Steal half of your 
enemies' resources 
ContactLends - See cloaked units 
Tommyknockers - Summon space 
creatures 

Game over man - You lose the 
game(!?) 

Power overwhelming - God mode 
Staying alive - Mission doesn’t end 
There is no cow level - Completes 
current mission 
Whats mine is mine - Free 
minerals 

Breathe deep - Free gas 
Something for nothing - All 
upgrades 

Medieval man - Upgrades units 
Modify the phase variance - Build 
any building 

War ain’t what it used to be - No 
fog of war 

Food for thought - Build units 
with no resources 
I smell a rat - Turns off all cheats 

NEW 

Tribal Rage 

Shift+Ctrl+R = Reveals map 
Shift+Ctrl+V= Auto victory 
Shift+CtrRZ = Adds 1000 credit 

NEW 

Wreckin’ Crew 

Go to ’Menu’, then ’Option’, then 
’Cheat’ and enter the following: 
GIMMEALL = Gives access to all 
levels and cars 

RESETALL = Resets game default 
settings 

RESETLAP = Resets all lap record 
times 

KEYFOUND = Gives all padlock keys 
RESETFMV = Resets all films 
CINEMAON = Access all films 
RESETKEY = Resets all keys 
KARTSON = Game with karts 
KARTSOFF = Game without karts 

NEW 

X-COM: Interceptor 

Press control-e first and hear the 
low double beep before typing 
codes in: 

BATTLECHEAT = Enable in-flight 
cheats 

CANTTOUCHTHIS = Invincibility 
FILLERUP = Unlimited flight range 
KNOWITALL = All research is yours 
OUlCKBASE = Finishes all bases 
currently under construction 
PAYDAY = Money 
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iTi'Ds O&A 


nUESTlONS&ANSWERS 


So, cheats don't prosper, eh? Well they do here! Write in if you're stuck or at 

your wits end, and we'll do our best to see if we can help you out. 


In 1972, a crack team of games 
journalists were given a stern 
talking>to by their editor for a crime 
they didn't commit. They promptly 
escaped from a maximum security 
office to the bar of the Black Horse, 
where they survive by eating crisps. 
If you have a problem and no one 
else can help, and if you can find 
them before closing time, maybe you 
can hire. .. the UPC Team! 

Send your games problems to a 
man in a dodgy wig at: 

Tips O&A, 

ULTIMATE PC, 

1 Roman Court, 

48 New North Road, 

Exeter. 

Devon, 

EX4 4ER 


Army Men 

I've been struggling to complete 
UbiSoft’s Army Men. Have you got any 
cheats that might make my life in the 
trenches a little bit easier? 

Simon Jenkins 

You’re in luck Simon, we've got a whole 
bunch of tips here that should help 
you out. 

First of all press Escape and then 
type in any of the following codes: 


Championship Manager 
97/98 


Paul Lambert (Dortmund) 






I'm eagerly awaiting the release of 
Championship Manager 3 and am 
passing the time until it's release by 
starting a new game of Championship 
Manager 97/98. I'm right at the 
beginning of the 97/98 season - are 
there any players that I can pick up on 
the cheap that will help me lead • 
Rochdale to glory in the Premiership? 
Dan Rowland 



Dan. there are no players in the world 
that are good enough to help drag 
Rochdale out of the doldrums of the 
third division, but if you really want 
some star players, then you could try 
signing some of the following; 


Broken Sword 2 

Can you please help me with Broken 
Sword 21 1 know it is an old game, but 
I'm desperately stuck and would really 
appreciate any help you can give. I am in 
the Underground Station and feel that I 
am close to the end of the game, but I 
just don't know what I’m meant to do 
from here. What am I to do? 

Jeremy Rankin 


Zora Djorovic 
Jeppe Tengbjerg 
Stale Solbakken 
Luigi Sartor 
Ronnie Svensson 
Mikkel Bo Jensen 
Ole Tobiasen 
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PLETHORA Unlimited ammo 

for your secondary weapon 


AEROBALLISTICS 

Command 

INVULNERABLE 

PARALYSIS 

TRIUMPH 


Full Air 

Invulnerability 
Freeze enemies 
Win! 


Right, what you need to do first 
Jeremy, is take a look at Nico's bag 
and take from it the hair grip. Use this 
on the coin slot of the chocolate 
vending machine and this will make an 
old penny fall out of the coin return. 
Pick up the coin and use it on the 
weighing machine - this will spit out 
a card which you will need shortly. 

With the card in your possession, 
move to the right until you come 
across a cupboard. Use the dagger 
(which you should already have in your 
possession) to force the crack in the 
door open a little wider, and now use 
the card to open the door. Inside the 
cupboard you will find a button which, 
when pressed, will make a tube train 
stop and pick you up. 

Dark Earth 



I hope you can help me. Firstly Dark 
Earth', I’ve been given the black plague 
whilst saving the Sun Priest, my 
father has failed to meet me at the 
temple as promised. I've picked up 
everything and spoken to everybody, 
but nothing happens. Please help. 

My other problem is like having a 
bottle of beer but no bottle opener; I 
have cheats for l-War and Take No 
Prisoners, but I can't get them to 
work. In l-War, I have been told if you 
type DARKGOAT in the mission panel 
you will then have Shift+ cheats 
available, but nothing happens. In 
TNP if you hit Shift ~ during the 
game you access a cheat control 


panel, but I can't get it to work. 

Any help you can give me would be 
greatly appreciated by my family as 
well as myself. 

Simon D Parker. Preston 

I think I can save your family a lot of 
needless worrying. First off, in Dark 
Earth, when your father fails to show 
up, go to the fire barracks and chat 
with the two guardians. Gam and 
Teskhan, and then go up to Dharkan's 
office. Chat with the guardian and go 
in to talk to Dharkan himself - your 
adventure will proceed from here. 

In Take no Prisoners, you are 
definitely on the right track. In 
console mode (Not during the game), 
type Shift - then: 

IMPULSE: Infinite ammo for all 
weapons/infinite power for all items 
except medikit. 

BIGCHEATER: God mode 
FLY: Fly mode 
NOCLIP: No clipping mode 

Finally, for l-War, there is only one, 
rather complicated cheat I know of 
which allows you to select all the 
missions. It's complicated, so try and 
keep up. If the game is installed 
search for the directory: jwar/ 
psg/resource/precedence, then look 
for the file "prec". Open it with a text 
editor and then change all the 
numbers in row "prec" into zeros. 

Broken Sword 

1 bought Broken Sword about a month 
ago because your magazine said it was 
a 'Star Buy'. I also have Broken Sword 

2 .which I got at Christmas, and 
thanks to your walkthrough I 





























Dan, there are no players in the 
world that are good enough to help 
drag Rochdale out of the doldrums of 
the third division, but if you really 


want some star players, then you 
could try signing some of the 
following; 


Zora Djorovic 
Jeppe Tengbjerg 
Stale Solbakken 
Luigi Sartor 
Ronnie Svensson 
Mikkel Bo Jensen 
Ole Tobiasen 


Army Men 

I've been struggling to complete 
UbiSoft’s/Army Men. Have you got any 
cheats that might make my life in the 
trenches a little bit easier? 


Simon Jenkins 


Broken Sword 2 


You're in luck Simon, we've got a 
whole bunch of tips here that should 
help you out. 

First of all press Escape and then 
type in any of the following codes: 


PLETHORA Unlimited 

ammo for your secondary weapon 


AEROBALLISTICS 

Command 

INVULNERABLE 

PARALYSIS 

TRIUMPH 


Full Air 

Invulnerability 
Freeze enemies 
Win! 


Championship Manager 
97/98 

I'm eagerly awaiting the release of 
Championship Manager J and am 
passing the time until it's release by 
starting a new game of Championship 
Manager 97/98. I'm right at the 
beginning of the 97/98 season - are 
there any players that I can pick up 
on the cheap that will help me lead 
Rochdale to glory In the Premiership? 
Dan Rowland 


Can you please help me with Broken 
Sword 2? I know it is an old game, but 
I'm desperately stuck and would really 
appreciate any help you can give. I am in 
the Underground Station and feel that I 
am close to the end of the game, but I 
just don't know what I'm meant to do 
from here. What am I to do? 

Jeremy Rankin 

Right, what you need to do first 
Jeremy, is take a look at Nico's bag 
and take from it the hair grip. Use 
this on the coin slot of the chocolate 
vending machine and this will make an 
old penny fall out of the coin return. 
Pick up the coin and use it on the 
weighing machine - this will spit out 
a card which you will need shortly. 
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New applications such as 
the Neuroscience Kit and 



Object Injector Kit enhance 

MINDSCAPE* 
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the Creatures 2 experience. 
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F ancy walking away with over £1.400 worth of kit? Of course you do. and 
now. thanks to PC manufacturer Elonex. here’s your chance to do just 
that. We’ve teamed up with them to offer three lucky readers - yes 
that’s right. I said three lucky readers - the chance to win a top of the 
range Elonex Katana PC with a whole host of goodies thrown in to 
the bargain. To win one of these stunning state-of-the-art 
machines, all you have to do is answer the 

following simple question and you’ll 
soon be having a game-tastic time 
with this powerhouse PC. 


Just sort this question out and you could soon be enjoying state-of-the-art PC gaming 
right in your living room. Hint: the answer to the question can be found on this spread 
(have a look at the games that come bundled with this prize PC). 

QUESTION: WHAT’S THE NAME 
OF THE HIGH FLYING GAME THAT 
MAY WELL DRIVE YOU MAD? 

Send your answers to the following address: 

Ultimate Competition. 

Ultimate PC. 

Rapide Publishing, 

1 Roman Court. 

48 New North Road. 

Exeter EX4 4ER 


E|ONE)( 

























Competition | 





1. Employees of Rapide Publishing are not allowed to enter 

2. Multiple entries are forbidden, so don’t waste your money 
on the postage! 

3. The editor's decision is final and entries must be in by 
the September 30th 


THE POWERFUL ELOHEX KATANA 


You know the winners of this competition are going to snap up an absolute powerhouse, 
but just what it Is that makes this PC so special? 

The Elonex Katana machine is based around an AMD K6-2 300mhz CPU with 3DNow! technology. 
If you’ve read our feature elsewhere in tNs issue about tNs new super-fast cWp. youTI know 
just what it can offer PC gamers in terms of power and jaw-dropping 3D performance. 

The Katana, which is available at £1.175. offers incredible value for money. Jam- 
packed with high spec features, it has all the capabilities to take your PC gaming to all 
new heights. Just take a look at its feature list and 
see for yourself: 




PLANE CRAZY • SPEEDBOAT AHACK 
• SUB CULTURE • INCOMING 


AMD K6-2/300. 64Mb SDRAM. Mini Tower case. 6.4 Gbyte 
hard disk. 36X CD-ROM. PCI 64 Voice Sonic Storm sound 
card. Creative Labs CS20 speakers. Voodoo H 12Mbyte 
graphics card. 17” monitor. 56k PCI modem. Joystick. 
Intelli-mouse. Zip drive. Win 98. Lotus Smartsuite. 


In addition, all the 3DNow! optimised games to the right 
have also been included in the prize, thanks to those kind 
people at AMD: 


wm 



Direct from Elonex desktop PCs. network server systems, notebooks and 

integrated LAN workstations. It also provides computer 

The awesome PCs given away in this competition have been support services encompassing system specification, 

manufactured by direct PC supplier. Elonex pic. Now. just in configuration, installation and maintenance. Elonex's hardware 

case you’ve never heard of them, the company was founded products are built to order at its London headquarters and at 

in March 1986 and supplies complete IT solutions to a other sites in Europe. To get in touch and find out more about 

customer base that ranges from private individuals to their range of quality PC systems, here’s their complete 

multinational and government organisations. The firm designs. contact details: Elonex pic. 2 Apsley Way. London NW2 7LF. 

manufactures, markets and supports a complete range of Tel: 0181 452 4444; Fax: 0181 452 6422 Web site*, www.elonex.com 
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^ EXCLUSU^EVIEW! 


PLUS THESE PLAYABU DEMOS 


HOT PROSPECTS: 


RELEASES EXPOSED! 


THE ULTIMATE 
MAXXPC! PLUS ® 


In an unprecedented step. ULTIMATE PC withdrew its last issue 
from the shelves after just a few days on sale. 

We would like to explain why we felt such an action was necessary. 

both to readers who bought 
the issue and those who couldn't 
find their regular copy of 
ULTIMATE PC and may not be 

aware of the reason 
behind its unavailability. 
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The Virus 

To follow is an explanation of the 
virus that unfortunately infected 
the cover CD of the October issue 
of ULTIMATE PC: 


The virus is known as W95.CIH. It 
infects 32-bit Windows 95/NT 
executables (files with an .EXE 
extension), but will only run on 
Windows 95. When an infected 
program is run, the virus goes 
memory resident. W95.CIH then 
infects new files when they are 
opened (for example, when they are 
run or copied). This means that an 
infected system must be rebooted 
from a clean system disk before 
scanning with NAV, or any anti-virus 
product - if this is not done, the virus 
will infect every file that the anti¬ 
virus product scans. However, W95.CIH 
does not infect Windows 3.x 
executable files. 

W95.CIH has a destructive payload 
which will only activate on the 26th of 
every month. This virus will then 
attempt to modify or corrupt certain 


types of Flash BIOS. The likelihood is 
that most computers will not be 
susceptible to this attack. This 
information has been corroborated by 


the researchers from the IBM Watson 
Research Centre. 

Infected files will be the same size 
as the original files, due to W95.CIH's 
unique mode of infection. The virus 
infects as follows; first it looks for 
empty, unused spaces in the file, 
then it breaks itself up into smaller 
pieces and hides in these unused 
spaces. Norton Anti-Virus is able to 
repair an infected file by looking for 
these vital pieces and removing them 
from the file. 

ULTIMATE PC always tests its CDs 
at every stage of their production. 
However, due to the nature of this 
virus, it slipped through our 
precautions. The reason for this is 
that our CD was produced for 
duplication on 28th July. The W95.CIH 
virus could only be read by new virus 
checkers, activated on August 2nd. 


UPC’s Response 

When the virus became active on the 
26th August, our system immediately 
identified it. However, the magazine 
had already gone on sale on 24 August. 


Once we knew the extent of the virus 
on our CD, we took the unprecedented 
step of withdrawing the magazine 
from circulation. We felt this was the 
only reasonable measure to take to 
protect our readers. Obviously the 
time scale involved meant that a 
number of copies had already been 


sold at this stage. We would like to 
ensure that anyone who has a copy of 
the CD from the October issue and is 
experiencing problems is given every 
assistance possible. Therefore, if you 
have not done so already, please get in 
touch with ULTIMATE PC as soon as 
possible. We have set up a special CD 
helpline for this purpose, telephone 
number: 01392 498965. 


We have found a CIH virus killer and 
will send you a copy of it immediately. 
If you have an Internet connection, 
you can download the iRiS anti-virus 
that will clean your machine from 
www.irisav.com. 

In future every issue of 
ULTIMATE PC will include Norton 
Anti-Virus on its CD. This will be a 
30 day trial version and will be 
updated every month. We 
recommend that all readers ensure 
they use Norton Anti-Virus. 

Virus infections and the people 
responsible for them are a plague 
that is prevalent across the Internet, 
which means your PC is always 
susceptible to infection. By entering 


into this agreement with Norton 
Anti-Virus. ULTIMATE PC is 
determined to ensure that our 
readers are never subjected to this 
type of risk again. 

We can only apologise to those of 
you who received the CD with Issue 14. 
If you are still experiencing problems, 
get in touch with ULTIMATE PC as soon 
as possible and we will assist you. ■ 


The Ukelihood is that most computers will not he susceptible 

to this attack. This information has been corroborated 
by the researchers from the IBM Watson Research Centre 


In future every issue of ULTIMATE PC will 

include Norton Anti-Virus on its CD 





If you bought the October issue, used the CD. 
and are now experiencing any problems, 
please call our CD helpline on 01392 490965 
or email: upc@rapide.co.uk. 


Tel: 01392 498965 
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SERVICE !! 


QUALITY !! 


THESE HAVE MADE US O 
OF COMPUTER SOFTW 

ciSes!Z. 


Delivery time is normally within 2 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jiffy 
Bags!). Also whatever your needs we can help you make 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you completely impartial 
advice. Remember, if you don't like it you don't have to 
keep it so we make sure we tell you the truth! 

These are the aualities that have made us 

THE HOUEST GAMES AT THE COOLEST PRICES!! 


Britain's largest and fastest growing^mail order 
supplier of computer games. CAN YOU AFFORD 
NOT TO BUY YOlJh GAMES FROM US? 


All items are fully guaranteed by both Gameplay and their 
manufacturers. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
efficiently. 


_ Why NOT VISIT our 

CLUB SUPERSTORE IN LEEDS AT THE 
^ ADDRESS ON THE ORDER FORM! AlL ITEMS IN THE 
STORE ARE AT THE SAME DISCOUNTED PRICES AS OUR 
MAIL ORDER DIVISION. 


A DIVISION OF INTERACnVE COMMERaAL ENTERPRISES LTD 


As you look through this magazine you will undoubtedly 
notice adverts for other man order companies. So what 
makes us different to any of them? Well, how about this . 


PRICE !! 


You should find Gameplay to be the cheapest supplier 
of PC games in the country. However, we can't look 
everywhere at once, so if you do find a better price, please 
ring us and we will do our best to beat or at least match it. 
On top of this, we offer a FREE 1st Class delivery service 
and we don't charge for membership if you are buying by 
mail order so there are no"Hidden Charges". 
see is the price you pay! _ 


CHOICE 


Just take a look at this advert! 2 pages crammed with 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast. 


PRICE! CHOICE! 






FREE GIFTS 


WITH EVERY ORDER 

EVERY TIME YOU RUCE RN ORDER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE GIFT LIST OF 
SOFTWARE AND ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE GIFT PER WEEK BUT NO MINIMUM ORDER VALUE 
TO QUALIFY. SECONDLY, YOU WILL ALSO RECEIVE OUR 
LATEST CATALOGUE PACKED WITH MORE OFFERS.' 

1943 EuRbPEiN Aw War :...:£I9.99' 

2 Good 2 Be True Bundle.£26.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 3.£14.99 

3 Mega Games: Wing Commander 4, Privateer 2 & 

Crusader no Regret.£18.99 

3rd Millenium. £17.99 

688i Hunter Killer.£29.99 

7th Legion.•..£17.99 

ActuaGolf 2.£14.99 

Actua Soccer Club Edition.£9.99 

Actua Soccer 2.£14.99 

Addiction Pinball.£18.99 

Adventures Data Disk for Warcraft 2, Diablo, 

Might & AAagic 2 & Daggerfall.£8.99 

Age of Empires.£33.99 

AH64-D Longbow 2.£29.99 

Air Warrior 3.£23.99 

Amiga Emulator CD (100s of Amiga games)£14.99 

Apache Longbow & Hind Double Pack.£12.99 

Armoured Fist 2.0 (Win '95).£13.99 

Army Men.£28.99 

Atlantis.£25.99 

Atomic Bomberman.£17.99 

Back to Baghdad.£17.99 

Battleground Eastern Front/Western Front....£26.99 


American Civil War Collection - Antietaa^ 

Bull Run, Gettysburg & Shiloh. £21.99 

Napoleon Collection - Napoleon in 
Russia, Prelude to Waterloo, Waterloo & 
Age of Sail. £26.99 

The Following are au just £11.99 each!!! 
Antietam, Ardennes, Buu Run, Gettysburg, 
Napoleon in Russul, Prelude to Waterloo, 
Shiloh, Waterloo. 


Bahle Isle 4 - Incubation.£21.99 

Incubation Data Disk: The Wilderness Missions..£14.99 

Battles of Alexander.£25.99 

BAmETECH Mechcommander.£28.99 

Bahlezone .£17.99 

Beasts & Bumpkins .£19.99 

Biofreaks . .£24.99 

Biack Dahua .£28.99 

Blade Runner .£27.99 

BLOOD.£13.99 


Brian Lara Cricket.£21.99 

Bridge Master Classic with Omar Sharif.£29.99 

Broken Sword 2.£19.99 

Bust A Move 2.£16.99 

Caesar 3.£26.99 

Capitalism Plus.£9.99 

Carmageddon.£12.99 

Carmageddon Splat! Pack.£13.99 

Castrol Honda Superbike World Championship ..£27.99 

Catz2.£17.99 

Championship Manager '97/'98.£17.99 

Chessmaster 6000.£27.99 

Civilisation 2 + Sehlers 2 + Sim City 2000 £22.99 

Civiusation 2 + Command & Conquer.£21.99 

Civ 2, Magic the Gathering & Apocalypse ...£26.99 

Civilisation 2 Data Disk: Fantastic Worlds.£13.99 

Civiusation 2 Multiplayer.£13.99 

Close Combat 2: A Bridge Too Far.£19.99 

Cluedo.£18.99 

Colin McRae Rally.£21.99 

Combat Chess.£19.99 

Command & Conquer (Win '95).£13.99 

C & C Red Alert CoLLEaoRS Pack.£28.99 

Red Alert.£17.99 

Quench: 1000 extra levels for Red Alert.£5.99 

OR JUST £3.99 IF BOUGHT WITH RED ALERT!! 

Command & Craft Data Disk for C&C.£8.99 

Counterstrike - official Red Alert Data Disk.£13.99 

Aftermath - official Red Alert Data Disk.£13.99 

COMMANCHE 3.0 GOLD.£29.99 

Commandos: Behind Enemy Lines.£27.99 

CoNFua Frei space ,£27.99 

Constructor ... . .£27.99 

Creatures 2.. .£24.99 

Croc. ,£28.99 

Daikatana (Due November).£27.99 

Dark Colony ,£18.99 

Dark Forces 2: Jedi Knights.£24.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Omen: Warhammer 2.£20.99 

Dark Reign.£14.99 

Deathtrap Dungeon.£28.99 

Depths of Doom Trilogy - Doom 2, Ultimate Doom, 

Episode IV & 3000 Master Levels.£15.99 

Diablo.£19.99 

Diablo Hellfire: Official Data Disk.£13.99 

Diablo: The Green Portal Toolkit & Cheat Pack ..£7.99 

Die Hard Trilogy.£17.99 

Dogz2.£17.99 

Dominion Storm.£27.99 

Duke Nukem3D.£12.99 

Duke Nukem In The Caribbean.£15.99 

Duke Nukem Kia-A-ToN Collection.£22.99 

Dune 2000.£29.99 

Dungeon Keeper.£18.99 


SALES LIMES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am -4pm 

MO QUIBBLE EXCHANGE POLICY 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
[l 0% OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHER ITEM.fTHIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CASh (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 


OBDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SO fAR! 

1ST CLASS DEUVERY FREE OF 
CHARGE JO U.K. AMINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

1000'S OF TITLES AVAILABLE. 

WE ALSO STOCK GA/AES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MOHEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL MOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 


Microsoft Southern Caufornia Data Disk .£23.99 

Microsop Fught Sim 5.1 & New York + Paris . £37.99 

Scenery Disk 6.0 ■ Engiand & Wales . £17.99 

Scenery Disk 98 ■ British Isles 1 & 2, China . each £19.99 

Scenery Disk 98 - Europe 1,2 or 3 .£29.99 

Scenery Disk 5.1 -Las Vegas/Canada .each £12.99 

Fught Shop V2-NOW FOR FS5.1&FS6 . £35.99 

Fught Sim FSFX V2 - Contains extra planes, scenery, sounds 

EKFORFS5.1&FS6 . £24.99 

Boeing/Business Jets/Airsus/Great Airunes. each £23.99 

Perfeo Flight 2 Round the World Disk for MS FS 5.1 &6£21.99 
Flying Classics for FS6 ■ aY some of the most significant aircraft 
_ OF THE 20th CeNRIRY FROM A SOFWITH CaMEL TO CONCOROE . £18.99 

Jeeper Dungeons Data Disk for Dungeon Keeper .£13.99 
EA Compilation - Ultima Underworld, Ultima 7, 
Shadow Caster, Wing Commander Academy, Populous 
2, Mahjong Pro, Space Hulk, 7 Cities of Gold .£9.99 
Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£14.99 

FI Racing Sim (Ubisoft).£27.99 

FI 5 (Janes).£29.99 

F22 A.D.F. (TFX3).£17.99 

F22 Red Sea Operations Data Disk £13.99 

F-18 Hornet. £19.99 

FA-18 Korea. £21.99 

FA-18 Korea & Flying Corps Gold £29.99 

FA Premier League Football Manager £29.99 

Falcon 4.0.£28.99 

Fallout.£22.99 

Fighting Force.£28.99 

Final Fantasy 7.£29.99 

Fught Unlimited 2.£27.99 

Fuppermania - Pro Pinball the Web & Timeshock...£18.99 

Flying Corps Gold.£16.99 

Forgohen Realms AD&D Archive - 

Eye of the Beholder 1,2 & 3, Menzoberranzan, 

Dungeon Hack -f 7 others.£19.99 


Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£15.99 

Formula 1 '97.£24.99 

Forsaken .£19.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gangsters: Organised Crime.£27.99 

Gene Wars. £9.99 

Gex 2.£25.99 


99 


£12 


QUAKE 2.£26.99 

Quake 2 Deathmatch .£14.99 
Quake 2 DD: Wanted £13.99 

QUAKE . £12.99 

MAua(ornaAL add-on) £11.99 
Scourge OF Armagon . . £12.99 

Shrak! . £9.99 

DissoLLmoN OF EiBiNnY...£12.99 


Goosebumps .. 

Goosebumps - AnACK of the Mutant ... 


.£26.99 

£25.99 


Grand Prix Legends. 

£27.99 

Grand Theft Auto. 

.£23.99 

Guts N Garters. 

£12.99 

Hardball 6. 

.£29.99 

Hardwar. 

.£25.99 

Heroes of Might & Magic - 

? & Data Disk bundle£24.99 

Hexen 2 . 

. £14.99 

Holiday Island. 

.£21.99 

Imperium Galaqica . 

.£9.99 

Incoming . 

.£19.99 

Independence Day . 

. £14.99 

Industry Gia,nt. 

.£26.99 


International Cricket Captain.£23.99 

Interplay Strategy Archives - Includes MAX, Jagged 
Aluance 2, Civilisation, Dark Colony, Heroes of Might 


Interstate 76.£9.99 

Ipanzer 44.£26.99 

I War.£19.99 

Jazz Jack Rabbit 2.£16.99 

Jo Guest Love Bytes.£16.99 

Joint Strike Fighter.£13.99 

Journeyman Project 3.£19.99 

Lands of Lore 2.£23.99 

Lego Island.£19.99 

Leisure Suit Larry 7.£25.99 

Lemmings Paintball -f No More Lemmings + L£mmings£1 2.99 

Links LS '98.£27.99 

Links Courses: Valderama/Oakland/Davis Love/Etc. £16.99 

Little Big Adventure 2.£15.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lucas Arts Archive Vol 1.£19.99 

Lucas Arts Archive Vol 3 - Dark Forces, The Dig, 
Monkey Island 1 & 2, Full Throhle, Afterlife ...£24.99 

Lula-The Sexy Empire.£19.99 

Ml Tank Platoon 2.£29.99 

ManxTT.£23.99 

MDK.£12.99 

Megapak 9 - Civilisation 2, Interstate 76, Destruction 
Derby 2, Discworld 2, F22 Raptor, Jack Nicklaus 5, Pro 

Pinball Timeshock, Admiral Sea Bahles.£27.99 

Men In Black.£16.99 

Micro Machines 3.£20.99 

Microsor Return of Arcade.£17.99 

Microsoft Revenge of Arcade.£17.99 

Microsoft Motocross Madness.£29.99 

Might & Magic 6.£27.99 

Missing In Action.£24.99 

Monkey Island 3.£26.99 

Monopoly/Trivial Pursuit each £21.99 

Monster Trucks. £18.99 

Monster Truck Madness 2 . £33.99 

Monty Python Double Pack £22.99 

Mortal Kombat 4. £26.99 

Motorhead. . £17.99 

Myst. £18.99 

Myth: The Fallen Lords.£24.99 

NAM.£21.99 

NASCAR 2 £10.99 

NBA Live '98/NFL Madden '98/NHL '98 ...each £29.99 

Need For Speed 3: Hot Pursuit.£29.99 

Nuclear Strike.£13.99 

Oddworld: Abe's Oddysee.£19.99 

Operational Art of War.£26.99 

Outlaws.£24.99 

Outwars.£33.99 

Pacific General.£19.99 

Pandemonium 2.£24.99 

Panzer General 2.£26.99 

PGA Tour Pro.£17.99 

Pga Nippenburg Euro Data Disk.£6.99 

Phantasmagoria 2.£19.99 

POD Gold (Includes extra tracks).£17.99 

Police Quest Collection 1 -4.£18.99 

Police Quest SWAT 2.£27.99 

Politika (Tom Clancy).£21.99 

POSTAL.£17.99 

Premier Manager '98.£15.99 

Quake Resurrection: Quake, Q Zone & Mauce ..£16.99 

Quake 2.£26.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Quest for Glory 5: Dragon Fire.£26.99 

Reah.£28.99 

Red Baron 2.£22.99 

Resident Evil - 3DFX version.£22.99 

Resident Evil - Power VR version.£22.99 

Rising Lands.£14.99 

Risk.£19.99 

Riven (Myst 2).£24.99 

Scrabble.£27.99 

Sensible Soccer World Cup '98 Edition 
Sehlers 2 Gold & Seven Kingdoms 


bETTLERS 2 Mission Disk.£13.99 

Sehlers 3.£CALL 

Shadows of the Empire.£24.99 

Shadow Warrior.£14.99 

Shanghai Dynasty.£19.99 

Sierra Sports: Golf/Baseball '98/Ski Racing .each £22.99 

Sim City 3000.£29.99 

Sim City 2000, Sim Town, Marh & Trouble with 

Cheese and Pinball '95.£18.99 

Streets of Sim City.£28.99 

Sin.£28.99 

Speccy CD '97 (3000 Spectrum & C64 games).£14.99 

Soldiers at War.£24.99 

Starcrar.£27.99 

Starcrar Data Disk: Stellar Forces.£13.99 

Starcraft Data Disk: Insurrection.£14.99 

Starship Titanic.£30.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations.£14.99 

Star Trek Klingon Honor Guard.£29.99 

Star Trek Omnipedia.£12.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Monopoly.£30.99 

Star Wars Supremacy.£28.99 

Steel Panthers 3.£25.99 

Team Apache.£27.99 

Tex Murphy Overseer - Under A Killing Moon 2 £12.99 

Theme Hospital.£16.99 

Theme Hospital & Sim City 2000.£27.99 

The Golf Pro.£19.99 

Tie Fighter V X Wing.£21.99 

Tie Fighter v X Wing Disk: Balance of Power.£13.99 

Tiger Woods '99 Golf.£29.99 

TOCA Touring Cars.£21.99 

Tomb Raider & Unfinished Business.£13.99 

Tomb Raider 2.£28.99 

Total Air War.£CALL 

Total Annihilation.£24.99 

Total Annihilation Disk: Core Contingency.£18.99 

Total Heaven: Civilisation 2, Sim City 2000, 

Settlers 2. £22.99 

Total Insanity: PGA European Tour, Network Q 

Rally, Star Trek TNG A Final Unity. £18.99 

Total Racing: Screamer 2, Need for Speed 2, 

International Rally Championship. £18.99 

Total Sport: Links LS, Sampras Tennis, FIFA '97. £16.99 

Ultima Collection.£29.99 

Ultima Online. £32.99 

Ultima Online Second Age £29.99 

Ultim@te Race. £19.99 

Ultimate Soccer Manager '98 £23.99 

Unreal .£27.99 

Urban Assault.£29.99 

V Rally.£26.99 

Virtual Pool 2.£19.99 

VR Powerboat Racing.£14.99 

Warcraft.£16.99 

Warcraft 2 + 50 extra levels + hint book..£19.99 

War Games.£29.99 

Warhammer: Final Liberation.£25.99 

Warlords 3.£22.99 

Wing Coaamander Prophecy.£17.99 

Wipeout 2097.£22.99 

World Cup '98.£18.99 

World League Soccer '98.£26.99 

World Rally Championship (Network Q 2).£15.99 

Worms 2.£19.99 

XCom: Interceptor.£27.99 

X Files: The Game. £31.99 

X Files: Unrestricted Access £18.99 

Zork Grand Inquisitor £26.99 


WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR 


TODAY! 











































































































































































































































































































OUALITY! SERVICIi 


IE OF THE LARGEST SUPPLIERS 
RE IN THE COUNTRY TODAY!! 


BUDPET GAMES 



£8.99 " £9.99 -^£11.99 

llTH Hour.£9.99 

llTH Hour + 7th Guest.£13.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£10.99 

AIOCuba.£9.99 

Armoured Fist.£10.99 

Ascendancy.£9.99 

Bahlecruider 3000AD.£9.99 

Battle Isle 3.£9.99 

Bedw^ & Bugrider Double Pack.£7.99 

Betrayal in Antara.£9.99 

Birthright.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace.£9.99 

Catz.£8.99 

Championship Manager 96/97 .£9.99 

Chessmaster 5000.£9.99 

Chronicles of the Sword.£8.99 

Civilisation.£9.99 

Creatures.£10.99 

Crusader No Remorse.£12.99 

Cyberstorm 2.£9.99 

Dark Eye.£8.99 

Dark Forces.£12.99 

Desert Strike & Jungle Strike.£12.99 

DESTRuaiON Derby 1 or 2.each £13.99 

Discworld or Discworld 2.each £13.99 

Dogz.£8.99 

Doom 2.£11.99 

EF2000.£8.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

Fatal Racing.£12.99 

FIFA Soccer ^97.£9.99 

FIFA Soccer Manager.£9.99 

Final Doom £9.99 

FullThrohle £12.99 

G-Nome £5.99 

Hardcore 4X4 £9.99 

Harvest of Souls £9.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit Larry 6.£10.99 

Lighthouse.£13.99 

Links LS.£13.99 

LimE Big Adventure.£13.99 

Mageslayer & Maximum Force Double Pack.£9.99 

Magic Carpet 2.£9.99 

Magic the Gathering (Microprose).£10.99 

Master of Dimensions.£9.99 

Masters Of Orion 2.£10.99 

Mech Warrior 2.£10.99 

Micro Machines 2 Special Edition.£9.99 

Microsof Golf V3.£11.99 

Monkey Island 1 & 2.£13.99. 

Mortal Kombat 3.£12.99 

Network Q Rally.£13.99 

Nitro Racers.£6.99 

Outpost 2.£9.99 

Pete Sampras Tennis.£11.99 

PGA European Tour.£13.99 

PiRATEsl Gold.£9.99 

Police Quest SWAT.£9.99 

Power, Corruption & Lies - Dune 2, Beneath a 

Steel Sky. F-14, UFO.£9.99 

Privateer 2: The Darkening.£9.99 

Psycho Pinball. £9.99 

Puzzle Bobble. £9.99 

Railroad Tycoon Deluxe £9.99 

Rebel Assault 2. £12.99 

Return TO Zork. £7.99 

Road Rash.£12.99 

Sam & AAax Hit The Road + Day of the Tentacle£1 3.99 

Scorcher.£7.99 

Screamer or Screamer 2.each £9.99 

Shanghai.£9.99 

Silent Hunter.£9.99 

Sim Tower.£7.99 

Space Hulk2:VOTBA.£10.99 

Star Trek: Next Generation A Final Unity.£9.99 

Super EF2000.£12.99 

Super Puzzle Fighter 2.£9.99 

Super Tetris.£9.99 

Syndicate Wars.£13.99 

Terranova.£10.99 

The Dig.£10.99 

Theme Park.£9.99 

Tie Fighter Colleqor's CD.£12.99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultimas.£13.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

US Navy Fighters ^97.£9.99 

Virtual Pool.£9.99 

Virus.£9.99 

Warhammer: Shadow of the Horned Rat £9.99 

Williams Arcade Classics.£9.99 

Wing Commander 3.£9.99 

Worms United.£10.99 

X Com: Apocalypse.£13.99 

X Com: Terror From the Deep.£10.99 

X Wing Collection + Rebel Assault.£13.99 

Z.£9.99 

. Zqri^ Nemesis . £9.99 

We else eerfy an extensive 
range of games hint books 
ana other tutorial books. 
Please ring for details. 


DORUNG KINPERSLEY 


I 



Geogi'phy 

£17.99 0 


3D Skeleton. £20.9'' 

Amazing Animals Activity Centre. £19.99 

Ann Hooper's Sex Guide. £26.99 

BMA Family Health Encyclopaedia. £26.99 

Castle Explorer. £17.99 

Castle Explorer/Dinosaur Hunter Bundle ....£24.99 

Children's Encyclopaedia. £26.99 

Childrens Multimedia Dictionary. £21.99 

Chronicle Encyclopeadia of History. £21.99 

Chronicle of 20th Century. £21.99 

Encyclopedia of Nature 2. £22.99 

Encyclopedia OF Science 1/Nature 1 ...each £12.99 

Encyclopedia of ^ience 2 . £22.99 

Encyclopedia of Space & Universe. £24.99 

History of the World 2. £23.99 

My First Amazing World Explorer 2. £19.99 

My First Incredible Amazing Dictionary. £19.99 

PB Bear's Birthday Party. £17.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Stowaway. £12.99 

Ultimate Human Body 2. £23.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £17.99 

Way Things Work 2. £23.99 

World Atlas for Windows. £27.99 

Acac/a GCSE Rev/sc and KSZ Test 


fgRWCtta. 

A each package can be customised to 

SUIT DIFFERENT LEVELS OF ABILITY AND 
ALLOW YOU TO SELEO THE 
APPROPRIATE EXAMINATION BOARD 
AND SYLLABUS. AlL ARE WRIHEN BY 
PRAaiSING TEACHERS. OUR MOST HIGHLY 
RECOMMENDED RANGE OF EDUCATION AIDS. 
GCSE Maths, OiEMiSTirr, Physics, Biology A 

Geography. each £16.99 

Keystage 3 Maths, Science, Geography each £15.99 

Fully endorsed by Carol Vorderman! 



^ £29.99 :: ^ £28.99 : in £28.99 

DISMIEY 

101 Dalmations/Hercules Storybook.each £28.99 

Awddin Activity Centre.£29.99 

Hunchback of Notre Dame/Lion King Storybook....each £28.99 

Lion King Activity Centre.£30.99 

Magic Artist.£32.99 

Pocahontas/Toy Story/Winnie Pooh Storybook each £28.99 


BRODEUUND 



^esigr_ 

UK's leading supplier 


HOME & REFERENCE 




Microsoft 3D Movie Maker.£49.99 

Autoroute '98.£59.99 

Autoroute V5 UK & Ireland.£59.99 

CiNEMANiA '97.£49.99 

Creative Writer & Fine Artist.£59.99. 

Dangerous Creatures.£29.99. JE10.99 

Encarta World Atlas '99.£49.99.£39.99 

Encarta'96.£17.99 

Encarta '99 Standard.£49.99.£39.99 

Encarta '99 Deluxe.£79.99.£63.99 

Money '99.£29.99.£25.99 

Office '95 Standard V7.£199.99.£69.99 

Office '97 Pro .£499.99. il 99.99 

Plus (For Windows'95).•.£49.99.£35.99 

Plus for Kids.£19.99.£17.99 

Publisher '97 Deluxe.£99.99.£39.99 

Student Office '97.£119.99 

Student Publisher.£49.99.£39.99 

Student Visual Basic/Visual C++.£119.99 

Student Win '95/Workstation£59.99.£52.99 

Student Works.£49.99.£39.99 

Windows'98.£99.99.£75.99 

Wine Guide .£49.99. ilO.99 

Works V4 + Money '97.£79.99.£32.99 


Corel Draw 4.£16.99 

Dance EJ/Rave EJ.each £21.99 

Encyclopaedia Britannica.£84.99 

Family Tree Maker V5 Deluxe .£33.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of Great Britain.£13.99 

Oxford Interactive Encyclopaedia.£19.99 



Cleansweep '97 . £32.99 

First Aid '97 for Windows '95. £18.99 

First Aid '98 for Windows '95. £26.99 

First Aid Deluxe '97 for Windows '95 . £32.99 

First Aid Deluxe '98 for Windows '95. £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

Norton Utilities V2 . £22.99 

Nuts & Bolts . £32.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Hanoyman£39.99 




Arthur's Birthday Party/dTSeuss ABC.each £17.99 

Green Eggs & Ham/Harry 4 the Haunted House.each £17.99 

Gregory & Hot Air BaiiOon.£16.99 

Kid Fix Studio.£23.99 

Logical Journey of the Zoomsinis. £16.99 

Maths Workshop.£23 99 

New Kid on the Block.£12.99 

Ruffs Bone. £15.99 

Sheila Rae, the Braye/Toroise & The Hare.each £17.99 

MICROSOFT 

Barney Goes to the Circus/Unoer the Sea.£25.99 

Creative Writer.£16.99 

Creative Writer 2.£24.99 

Fine Artist.£12.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schoolbus - Dinosaurs, Oceans or Earth.EACH £24.99 

Magic Schoolbus • Human Body or Solar SystemEACH £24.99 

OTHERS 


liGUI 

BERLin Think & Talk Range 
'rench/German/Spanish/Italian 
orJapanesEmmEach £26.99 

Language Assistant (Transiator) Easily transutes documents 
FROM OR INTO FRENCH, GERMAN, SPANISH OR ITAUAN...EACH £19.99 

FI SIM 
COMPACT 
WHEEL 

Hand-stitched replica 
FI 10" steering wheel 
, self-centering and 
torque action. Gear change functions on 
steering column, 2 programmable 
buttons. Durable plastic pedals. £72.99 



ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI English & Maths 11 -12/12-13/13-14/14-15..£19.99 
BBC Animals of Farthingwood/Noddy ..each £22.99 

BBC Teletubbies/Pingu.each £20.99 

BBC Wallace & Grommit.£16.99 

Europress Games Faqory.£24.99 

Europress GCSE Maths/English/Physics each £14.99 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery. £22.99 

Muppets Treasure Island. £19.99 

Oxford Children's Encyclopedia.£39.99 

Print Artist V4 (Sierra). £17.99 

Print Artist V4 Photo. £21.99 

Simpson's Cartoon Studio .£24.99 

Studyworks Maths ages 14+.£9.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 


TOP DRIVE 
STEERING WHEEL 

COMPLETE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/aCCELERATOR/FIRE, ETC. 

Suitable for use with all driving games 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

ISPECIAL OFFERI! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVING GAME 



0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (Mom ■ Sal) 

0113 234 0666 

CUSTOMER SERVICES (Mo> • Fri, 9-6) 

0113 234 0770 - Gameplay FAX 

8 GanieplayUK@apl.com 


CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£79.99 

CH Pro Pedal.£79.99 

CH Game Card. £25.99 

CH F-16 Fighter Stick. £94.99 

CH F-l6 Combat Stick. £61.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Firebird 2.£44.99 

Gravis Gamepad.£16.99 

Gravis Gamepad “Pro**.£22.99 

SuNCOM F-15E Talon. £44.99 

Suncom G-Force Pius Yoke.£34.99 

SuNCOM FS Throttle. £89.99 


Sidewinder ‘Precision* PRa . £46.99 

Sidewinder Force Feedback. - £109.99 

Microsoft Sidewinder Gamepad.....£24.99 




Alfa Quad Auto-Switch & 2 Piayer Adaptor 

A Sputter cabu with a difference! 

CoMTATniE WITH Win *95 and DOS Am 

■ AU JOYSTKXS/PAOS, THE ALFA QuAO 
allows 4 DEVKZS TO IE CONNECTED TO ONE 
JOYSTICK POET. 7FT LONG LEAD. 


THBUSTMASTERPBODUaS 


Fowum 1 Racinc Wheel & Pedals Assembly 
Comes with Steering Wheel Gearshck + Pedals 
RRP £124.99 OUR PRICE £99.99 
Foia Feedback version £119.99 
Theustmaster FI Sprint Steering Wheel 
RRP £54 99 OUR PRICE £46.99 
Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card. .£21.99 





F-16 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Tbgger & Paddle Switch . £109.99 

F-16 TQS Throttle - True Replica of F- 16 Throttle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3-POsrriON switches & 4.way radio switch . £109.99 

Attack Throttle. £42.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 

Elite Rudder Pedals. £49.99 

Top Gun Official Joystick - 4 Way Hat Swtch, Weighted 

Base, 3 Beveled Buttons, Quick Action Trigger . £28.99 

Thrustmaster Flight Pack - includes Top Gun Joystick, 
Ahack Throhle & Elite pedals . £119.99 



X36 Fughtsticx & Twionu Pack 

unarguably the best bundle 
available! Excellent reviews from 
all magazines, every feature 
conceivable - call for more info 


Brilliant new concept in games 
control allows you to puy and 

AAASTER complex GAMES MORE 
EASILY. Simply touch the piauRE 
TO control the GAMEf FUILY 
PROGRAMMABLE 8 WAY THUMB PAD 




MEgAfABMX632ia 

8 BUnONS, individual turbo and auto-fire 
SELECT, LED, Auto<i^I|rating, 15 Pin 




SAiIEK.AgM6&TJLlj 

4 MiCROSWITCHED fire BUnONS WITH turbo¬ 
fire, Hat switch, seperate throhle lever, 

PROTEIN rubber GRIP 
£21.99 

R4 Racing Wheel & 

Easy clamping systef^ iv 

padded wheel. Ratio Digital 
TECHNOLOGY, GeAR STICK AND 
SHIFT PADDLES. £74.99 
WITH Force Feedback £129.99 
Cyborg 3D Stick 

24 Programmable acions, left or right 
handed, hat switch, 3D twist FUNaiON 
AND 3 handle adjustments TO ALLOW YOU 
TO MAKE IT FIT YOUR HAND PERFEaiYl 

£34.99 

Saitek X36F Programmable Flightstick .£44.99 

Saitek X35F Throhle Rudder System .£34.99 



Space Orb 360 £39.99 



visit 

www.5pacetec.c0nm 
for more mfo.... 

In REAL-LIFE, you don't think about 
HOW to move... you just do it. 
Shouldn't it be the same in your 3D 
games? Break the barrier of clunky 
linear 2D keyboard, mouse and 
joystick play with full-blown 6-axis 
360° control in any and every 
direction. Perform outrageous combo 
moves like circle strafes, diving rolls, 
swat moves and the indefensible 
death blossom... moves impossible 
with the keyboard, mouse or joystick. 
Recommended for all 3D gomes, e.g. 

Quake, Tomb Raider, Forsaken, 
Unreal. This is also the only controller 

diretflY wmpqtibk with bII IqgTffiPS- 


APOCALYPSE POWER VR 



performance to your P.C. Using PowerVR 
technology from Videologic and NEC this 
cord delivers realism no other game cord 
con match. Ploy Windows 95 3D gomes at 
the fastest frame rotes with advanced 
lighting, fogging, tronslucency, and shadows. 
Apocalypse 3DX +- FIFA 98!£49.99 
Apocalypse 3DX Card -+ 2 of the 

following games. £54.99 

FIFA 98, Nightmare Creatures, Virtual 
On, Wipeout 2097 XL, Mech Warrior 2 
PowerVR Edition or Moon Racer. 
Apocalypse 3DX Card + all above 

games . £69.99 

Apocalypse 5D plus. £79.99 

Combines the 3D acceleration of 
Apocalypse 3Dx with the 2D performance 
ot GratixStar 600 Pro to bring a new 
performance standard to single-slot 2D/3D 
acceleration. 

Apocalypse 5D Sonic plus .£99.99 

Combines the 3D acceleration of 
Apocalypse 3Dx, the 2D performance ot 
GratixStar 600 Pro and the sensational 
audio quality of SonicStorm. 

SPEAKERS 

Stregnbgql Maqm 120 

120 Watts PMPO, 
Surround Sound, 
Loudness Boss System, 
Full Range Tone 
Control. Power Supply. 

£ 27.99 


Sits on any 
monitor, 25W 
Peak Power, 
Bass Booster. 

£ 10.99 





THE 10OUT OF 10RANOK 

is a highly-ocdaimed colledion of inexpensive packages aligned to the 
national curriculum which teaches solely through game-basM activities 
designed to stimulate vour children and intent diem. 10/10 is the 
of software to schools. All CD Rom or 3.5" disk. 



? 5 <Cut out this order form and post to: 

G&\AEPLAY, ENTEirrAINMENT HOUSE, 
O^OSS (HANCHIjOR Slim, UEB>S, 

..Have you ordered before? Yes / No 


Item description 


Mgxijn.Wo.ttffi£. 

300W PMPO, Active 
Sound, Dynamic Boss 
Super Woofer, 3D 
Surround, Satellite 
Speaker^ Power 

Supply. £59.99 

Price T 


Postcode 


..Fax:. 


CashG Cheque □ Postal Order □ CardQ 
Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


. Overseo 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT. TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postage is FRII for all games shipped within the U.K. 00 p 

Optional NEXT DAY DELIVERY availoble: £4.00 for 1 st ' ' 

item plus £ 1.00 for each subsequent item. A1 

Overseos postage - £2.50 per software item. 1 w 1 ML 

£ 

£ 


Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 


upc(n) 


SWITCH ONLY 


‘Please note that express cheque clearance does not apply to Building Society cheques. 


u 

Sent to press 2/9/98 















































































































































































































































































































































































n he new Sensi, saddled with the catchy title Sensible Soccer European Club 
Edition 98, is an updated version of the Sensible World Cup game with all the 
annoying bits taken out. This will be the Sensi game all PC owners have been 
crying out for. especially if, like me. your Amiga waved a little white flag and went 
belly up yonks ago. Sadly the Goalscoring Superstar Hero song is no longer in 
evidence, but maybe you can have too much of a good thing 




BELIEVE IT OR NOT. THE TINY SPRITES ARE FULLY MOTION^CAPTURED THIS TIME AROUND AND 


MY.JQ.ACTUALLY.LOQK PRETTY NIEIY. DJESEIIE.THEIR DIMINUTIVE STATURE 


This month we take a look at arguably the greatest two player game ever 
written, and look forward to the 1998 version and the chance to relive our 
misspent youth... | I, , i 


Sensible Soccer 4 


n ong before Skinner, Baddiel 
and that miserable looking 
bloke got together for their 
Euro 96 anthem, football came home - 
quite lidderally, mate! Sensible Soccer 
arrived on the Amiga and Atari ST in 
1992, and for those it touched, life 
would never be quite the same again. I 
personally could not begin to estimate 
how many man hours have gone from 
my life in the name of Sensible Soccer 
- from the very first version, the first 
football game where passing was 
simple and straightforward, shooting 
controlled and heading possible! People 
were briefly fooled by Kick Off into 
thinking this was the future 


computer football, but the arrival of 
■ Sensi Soccer immediately relegated it 
, to the Conference. Regular updates 
!' followed, each tweaking one aspect or 
another. Keeper Al, varying player 
" skills, standing headers, bent passes - 
all these elements were introduced 
one at a time, enabling players to 
5 integrate them into their playing 
j] styles slowly instead of being forced 
: to-Jeam-game a 11 oVe r a g a i n. 

Sensible Sbccer arrived on WW^miga and AtarLSZ,Jn^9^, 
i for those ft touched life would never be the same agaiif 


conversion teams brought the look to 
the PC, but that Sensi Sensation was 
absent, leaving a rather flat, «=*= 
disappointing game. 

As the world's obsession with 3D 
mushroomed beyond all control, Sensi 
Soccer was left behind to take its 
place among gaming legends, gone but 
not forgotten. There's certainly been 


Soccer European Club Edition - the 
latest heir to the dynasty. Yes. there's 
a bit of motion capture in there and 
there are a few changes to the 
gameplay, but it's Sensi in all its up- 
down scrolling glory, teeny sprites 
present and ^counted for. and. it's the 
best footy game on the PC. Fultreview 
next issue. Just you wait! ■ 


no shortage of PC football offerings 
since. Motion-captured players packing 
700 frames of animation into their 
virtual stadiums like it makes all the 
difference. We were almost brain¬ 
washed. Almost, but not quite. c=dc =3 
Unfortunately just too late to 
make this month's issue. Sensi creator 
Jon Hare turned up with Sensible 


In 1995, Sensi Soccer reached its 
unquestioned zenith with Sensible 
World of Soccer 95/96 on the Amiga. 
The culmination of three years honing, 
toning, tuning and grooming. Very 
nearly the perfect game. ‘ 

Sensi was converted to virtually 
every system going, although only 
the Mega Drive game was done by 
Sensible themselves. Out-of-house 


IT’S CONSIDERED BY MANY TO BE THE GAME THAT DEFINED EXCITING AND. MOST IMPORTANTLY. 


0ctober<’98 
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1 RBSBrVStiOR fOrin | Please reserve me a copy of issue Eight of PC Strategies at the amazing price of £2.95 j 

If you wish to receive a copy of pCStrStCfllES 
or want to place a regular order for 

‘BRITAIN’S BIGGEST PC SOLUTIONS MAGAZINE’, 

then hand this form into your local newsagent. 

pcstrategies 

pcstrateoiBs 

Name 

Address 


ISSN 1461-3867 Price £2.95 

Postcode Tel: 
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You’ve read about the games, but now it's time to play them. We have a total of 

sixteen playable demos for you this month, including Superbike 
World Championship, Caesar HI, Grand Prix Legends and European Air War. 




DEMO DF THE MONTH 

Caesar III 

Publisher: CENDANT Release: OCTOBER Controls: MOUSE 


Uhis new historically-based god game is played in a similar way to Civilization 
and/or the Sim games. The aim is to build up your small settlement from a few 
small houses up to a huge, bustling city with its own entertainment and supply 
and trade routes, as well as an army to defend it from marauding barbarians. In 
the finished game, you can build up the city to rival the mighty Rome itself and, 
who knows, perhaps one day the Emperor himself may notice your 
achievements and reward you! 

What will really set this game apart, though, is the attention to detail in the 
amount of buildings and facilities available. And depending on where they are placed, 
they will all have a tangible effect on the efficiency of your city. Each building will 
apparently be based on actual Roman architecture, and the technology available will 
also be authentic. One nice touch to 
look out for is the ability to click on 
individual citizens to see their name, 
occupation and what they think of 
your city. This demo gives you the 
chance to start building from 
scratch, and eventually build a 
rather busy small town. It's not 
much, but gives you more than 
enough to get excited about when 
the game is finally released. ■ 


Superbjke World 
Cnampionsnip 

Publisher: VIRGIN Release: SEPTEMBER Controls: KEYS. PAD 

Cieviewed this issue. Superbike World Championship isn't your run of the 
mill bike racing game. Oh, no. Get behind of the wheel of one of these 
monsters and you'll be pleasantly surprised by how realistic it is. even in 
arcade mode. 

We've managed to get hold of this playable demo, which, if played with 
a 3D accelerator card, looks fantastic. Sat on the seat of a Ducati bike, 
you'll be able to take to the Monza track (it seems quite popular, what 
with the Grand Prix Legends demo being set there as well) for a full race 
of hair-pins, fast straights, low-leaning, and undoubtedly a few crashes. 
However, if you don't keep up with the pack, you’ll be thrown out of the 
game for being just too slow. 

If after playing the demo you fancy buying the full game, you'll be 
glad to hear that it features all of the bikes and the tracks from the 
world championship. 

For the moment, you won't find a more realistic motorbike game! ■ 




ULTIMATE CD 15 INFQRh 


Requirements 

The ULTIMATE CD is optimised for machines with the following 
specifications; P75. Windows '95,16-bit display. 16 MB RAM. 
sound card. 


utilities 

More and more Windows ’95 games now require DirectX, which is 
why we’ve stuck a version on the CD for anyone who hasn’t 
already got it. 

4b install it on to your PC, simply select the DirectX 5 sub¬ 
directory and then follow the on-screen instructions. There - 
couldn’t be easier! 


The ULTIMATE CD is thoroughly tested for any faults and is in fu 
working order before it is distributed. However, should you have 
any problems of any kind you can ring our special ULTIMATE PC 
helpline between the hours of 3pm and 6pm. 

The number to ring is: 01392 498965 


Disclaimer 

Whilst every care is taken with the testing, production and installation of 
ULTIMATE CO. Rapide Publishing cannot accept any responsibility for loss or 
damage occurring during its use. We strongly advise that you have back-up copies 
of all your important files and applications before installing any new software. 
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Grand Prix Legends 

PubOshen CENDANT Release: OCTOBER Controls: KEYS. PAD. WHEEL 

Dou can expect the full review of Grand Prix Legends in next month's 
issue, but until then why not try out this demo? We will slap you on the 
popular Monza track for practice laps. You'll be sat in a powerful, although 
very difficult to handle. Lotus. Remember, this is a simulation, not an arcade 
racer! If you really think you're up to a challenge then set the gears to 
manual, but don't be surprised when you slide off the track every time you go 




a little too fast. You may even flip 
into the air - but it's worth it just to see the 
excellent replays, playable from several angles 
The full game will feature a wide range of 
tracks and cars 
from 1967, and with 
a great selection of 
game modes. GPL 
will surely score 
90%+ when it gets 
put to the test. ■ 


Grand Touring Car 

Publisher: EMPIRE INTERACTIVE Release: OCTOBER Controls: KEYS. PAD ^ 

DiAlthough not the largest of demos around, you will be able to get a feel for 
what is set to be another pretty exciting touring car game. The demo will put you 
on a practice track where the objective is to successfully complete five laps of 
weaving in and out of cones without hitting too many or missing the gates. 

The controls are very simple if you're using a keyboard. Use the directional 
keys to accelerate, brake and turn. Plus, if you fancy skidding around a bit more 
then you can use the space bar to make a hand-brake turn.l 



Jetfighter FuUburn 

Publisher: TAKE 2 Release: OUT NOW Controls: KEYS. STICK 

Dhis visually impressive and highly enjoyable new flight sim from Take 2 
Interactive is aimed towards those of you who would prefer not to trawl 
through a 300 page manual. This great demo will allow you to play a mission, 
giving you the opportunity to take-off and use your selection of weapons 
against enemy fighters. It would take up far too much space to explain all of 
the controls here, so for a full summary, simply install the game and then 


view the readme file in the 'Fullburn' folder on your hard-drive. 
For the full review of the game, go to page 80. ■ 
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Y2000 

Publisher: GROLIER Release: OCTOBER Controls: KEYS. PAD 

Dhis is the sequel to the 80s game called Virus, and as you can probably tell 
from the screenshots, it has come along quite a lot since the last game. 

Developed by David Braben, you must take control of a powerful hover 
ship which is needed to wipe out bizarre alien viruses. 

Now gamers are required to use their strategy and action skills to tackle 
30 levels around six different worlds. The game can also be completed 



differently every time 
you play it, adding even 
more lastability. 

Have a play of this demo 
and see what you think. 
Take out infectious beasts 
using your on-board 
weapons and attempt to 
complete the demo without 
being blown up. It's not as 
easy as it sounds! ■ 



Small Soldiers 

Publisher: HASBRO Release: OCTOBER Controls: MOUSE 

DIhis is another real-time strategy sim that is 
based on the forthcoming animated film from 
Speilberg's Dreamworks studio. The plot of this 
film and game concerns plastic toy soldiers that 
have come to life and find themselves fighting 



evil toys in a 'real' environment - in other words, in human houses and gardens. As a 
result the game will take place in and around giant furniture and huge 
gardens. This demo features the first 
level of the game where you have to 
lead your team of three toy soldiers 
out of a boy's bedroom and 
downstairs, destroying a phone on 
the way. I don't know why, but I'm 
sure within the context of the 
finished game, all will be made clear.* 
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People's General 

Publisher: MINDSCAPE" Release. OCTOBER Controls: MOUSE 

□ rather intriguing turn-based strategy game 
based around a fictional war between Russia and 
China and the rest of the world i.e. NATO. This game 
features all the modern equipment and weaponry of the 
countries involved, all with their own various qualities 
and skills i.e. infantry are at their best defending woods 



and built-up areas, and tanks are 
formidable when fighting in open spaces. 
This calls for a real need to develop 
tactics and carefully plan your moves, 
as well as carefully managing your 
ability to requisition your 
reinforcements and call in air support. 
This demo features the first training 
mission played over two turns and gives 
you a feel for the various features 
that'll be in the finished game. ■ 



Sin 

Publisher: ACTIVISION Release: SEPTEMBER Controls: KEYS, MOUSE, STICK 


Hirst person shoot-’em-ups. Most of us love 'em, and the latest from Activision 
(the same company who brought us Quake II) is certainly worth a look. You'll not 
only be able to play this demo against Al computer opponents but also in single 
player mode you will start off by shooting everything that moves using a helicopter 
gun turret. Then it's time to go on foot and see what lies in the local city bank, 
which is in the process of being robbed by some of the most notorious criminals 


you've ever encountered. As 
character Blade, it's your job to 
wipe 'em out. In the full game, 
you will be put up against a 
nasty piece of work called Elexis, 
who will stop at nothing to have 
you killed. Using your huge array 
of weapons you should go out to 
destroy her, as well as her 
collection of well armoured 
guards. Good luck! ■ 



Knights and Merchants 

Publisher: INTERACTIVE MAGIC Release: WINTER 1998 Controls: MOUSE 


Dhis is another real-time strategy game that will boast a continuing storyline that 
develops as you play the game. As a result, some levels will require you to build cities, 
while others will be straight fights between armies, and this demo has examples of 
both. One involves you building up a small town while facing two opposing armies, while 
the other is a pitched battle. As opposed to simply charging all your men into the 
fray, this game forces you to actually think about your tactics and placements of 


your troops, adding 
another dimension to 
the gameplay. As well 
as this there's even a 
multiplayer option to 
try out. ■ 



Loderunner 2 

Publisher: GT INTERACTIVE Release: SEPTEMBER Controls: KEYS, STICK 



Dhis is an interesting one, 
described by some as a platform 
puzzler. It's pity that this makes it 
sound more than a little dated. The 
original Loderunner was, and perhaps 
still is, a classic, and GT Interactive 
have updated it for the 90s, adding a 
3D element to the game. This has a 
simple enough premise involving the 
collection of golden eggs that are 
found lying around the levels, but the 
actual puzzle element of this five 
level demo makes it a harder 



proposition than it sounds. If the 
gameplay doesn't grab you then just 
cop a load of the backgrounds - 
worth the admission fee alone... ■ 




The Operational 
Art Of War 


Publisher: EMPIRE INTERACTIVE 
Release: OUT NOW Controls: MOUSE 


Ollthough not given a great review 
in Issue 13 (51%), this game may 
appeal to some strategy fans out 
there. This demo gives you the 
chance to re-create the first year of 
the Korean War as either the North 
Korean communists or the UN. By 
using the mouse you can supply your 


troops, reorganise them and engage 
them in huge offensives. Although it 
might not look that involving, it's 
worth a try - but be warned, it is 
difficult and will take a while to 
complete. Amongst the options are a 
one or two player game, which could 
well raise your interest. ■ 
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European Air War 

Publisher: MICROPROSE ^ Release: OCTOBER Controls: KEYS AND STICK 

orld War II flight simulations are terribly popular these days, and MicroProse are the 
latest company to venture into nostalgia land. This European Air War demo will give you 
the opportunity to sit behind the controls of a P-51D Mustang or the classic Focke-Wulf 
19DA-8. It’s your chance to show both the enemy and your flying buddies how to fly! 

Load up the game and you’ll be able to choose the ’Quick Start’ option. You should 
then choose one of the two planes, and as soon as the fuel gauge reaches its peak. 


you should have your finger firmly on the 
trigger and ready for several dogfights. If 
you manage to shoot someone down (even 
if they are on your own side) you will notice 
the amazing smoke and flame effects, 
which alongside other graphical features, 
certainly make this visually impressive. It's 
also very playable. 

The game’s controls are more or less 
the same as any other game in the genre, but if you’re a newbie then simply 
choose ’Options’ from the menu and you can set-up your controls from there. ■ 




Moto Racer 2 


Recoil 

Publisher: VIRGIN INTERACTIVE Release: SEPTEMBER 

Dhis is apparently an action 
shooter that places you the player 
at the controls of an extremely 
odd-looking machine that can be 
used as a tank, a hovercraft, an 
amphibious machine or a 
submersible... who knows what 
else? The weaponry stays the 
same regardless of how you choose 
to utilise the bizarre contraption, 
but the handling differs between 
vehicles, although it certainly 


Controls: KEYS. PAD 

handles like a dream in this demo 
that allows you to attempt the 
first four missions of the game as 
a tank. Apparently the 
background to this story is fairly 
similar to that of the Terminator 
movies, with a computer-run 
collective being fought by a small 
human resistance. Sounds 
interesting, although you’ll have to 
find out for yourself when you play 
this demo... ■ 


Publisher: ELECTRONIC ARTS Release: DCTOBER 

hether you want to go dirt 
bike racing or would prefer to sit 
on the seat of a Grand Prix bike 
and feel the power between your 
legs, this demo of EA’s Moto 
Racer 2 offers you both. 

Enter the fast-paced action for 
two laps of jumps and tricks in the 
dirt bike mode or go even faster, 
leaning deep into the corners in the 
Grand Prix option. Once you've 
finished, watch a replay, see where 


Controls: KEYS AND PAD 

you went wrong and then have 
another go. After a couple of races 
you’ll soon be ahead of the pack, 
and hopefully take the checkered 
flag in pole position. 

To play you can either use the keys 
(’Shift’ to accelerate, ’Ctrl’ to brake) 
or for easier handling, hook up a pad. 

The full version of the game 
features 30 tracks, and if you’re not 
happy with that offering you can use 
the track editor to create a few of 
your own. ■ 



Starsiege 

Publisher: CENDANT Release: OUT NOW Controls: MOUSE 


Dhis is a very early work in 
progress demo that at this point 
is only for multiplayer games, 
either over the Internet or a LAN. 
The game features a futuristic 
war between humans and an alien 
race called Goads involving huge 
mechanised machinery on legs, 
and as expected, the player 
controls one of these machines. 
This is very early code, but should 


give you a peek at what the 
game'll be like. The types of 
multiplayer game available include 
a King Of The Hill scenario where 
players fight over the armoured 
'Throne', team and individual 
deathmatches, a Capture The Flag 
game where you play in teams, 
and Swarm, which involves 
everyone causing as much 
damage as possible. ■ 




HUNDREDS OF GAMES 

FREE! -lit] 



YOU'VE PLAYED IT - NOW WHAT? SWAP IT! WITH GAMESWAP. EElSi 





A fantastic way of accessing literally hundreds of games from members all over the UK 
mainland and Ireland. ★ FfT H Cl MWi WW tN , yw Blift yWM Wf. ★ 

1 JOIN GAMESWAP NOW, AND YOU CAN SWAP AS MANY TIMES AS YOU WISH. ALL FOR JUST 
/ £1.65* POSTAGE, FOR EACH GAME THAT YOU WANT. 

We will arrange to swap your games with 
members, and! if you want that game title back, 
just swap again, it's so easy. 

PLUS! check out our special offers each month on 
the latest SOFTWARE and HARDWARE with massive 
savings on retail prices. JOIN NOW! and take 
advantage of these great offers. 

A years membership costs only £9 so get swapping. 

A photocopy of this ad is accepted. We suddIv 
only to m em bers , but y o u c an order a s you j oin, i 

Further selections call 01923 337337. 




I.SnyDuilSiiockCoatn^ 

£22.99 

8. GraiTiirisn)o(PS) 

£34.90 

11.Rjj|liteous3DI12Mk 

£199.99 

11. Final Fantasy n (PC) 

£28.99 

L Credit Breaken (PS) 

£29.99 

7. Heart oi Darkness (PS) 

£29.99 

12. Diainoiid Monster 3018U 

£133.99 

17.lncsniin9(PC) 

£27.99 

IDeadorlUvelPS) 

£29.99 

L Forsaken (PS) 

£29.99 

11 DMnond Monster 30112n 

£169.99 

It. Unreal (PC) 

£28.99 

iDeatliTpaiiDungeoii(PS) 

£27.99 

IX-Con Interceptor (PC) 

£27.99 

14. Matrox ISOO 8Mb 

£94.99 

19.StarwarsSupreniacy(PC) 

£27.99 

Sl World Cup'98 (PS) 

£30.99 

1Lllij|liteoits30l8» 

£1l».99 

19.CastrolSnperl«es(PC) 

£27.99 

2B.X-Fies(PC) 

£28.99 





E&OE 


Ultimate PC 


; n, Itr My ruira, you are URkawy with your goodat, simply retuni them withhi 3 DAYS ol receipt by recorded delivery and we wW swap it lor OMther item. 
We reserve the right to retase oxchMge H the item is aot seat back m perfect conditwn, or to make an admin charge (normally 10%, minimum £& where necessary). 

*Bil mjmt C3 PHI SIMP. (1MT SWAP ITSM) 

may not yet be available and prices may change. Compusott Systems Ltd., T/A Gameswap, 53 Kings Avenue, Watford, Herts WD1 788 


















































































Next Month 


NGQLISS 


mmCESOF 


More reviews, more previews, more 
demos and more pages than ever before! 


Over 30 demos including 
the following exclusives... 


star Trek: Birth of the Federation 
Heavy Gear II • Newman Haas Racing 
Carmageddon II • Abe’s Exoddus 




mm \ 




UPC ISSUE 16 ^ 

On sale on the 22nd October 
DON’T MISS OUT! 


ULTIMATE 


M ext month we mark the onset of autumn 
with a whopping 196 page issue. Inside the 
magazine you’ll find exclusive reviews for explosive 
titles such as Heavy Gear II and Falcon ^.0. We'll also 
have a full expose qh the controversial 
Carmageddon II and an exclusive review of Abe's 
Exoddus. Next month’s issue will also feature a 
comprehensive report on the European Computer 
Trade Show, where all'the major software 
companies will be exhibiting their latest releases 
and forthcoming new games. Other features 
pencilled in for next month’s uPC include a round-up 
of fifty games which we believe will make a splash 
on the PC next year. 

As well as all this, next month's UPC will be 
packed with special promotions, competitions and^ 
reader offers. Not only will you get 196 pages of PC 
game news, previews and reviews for your £3.95. 
you'll get two CDs. a free book and plenty of 
reader offers. ^ 






special Reserve Discount Mail Order • 01279 600204 

■ All telephoned orders for games are despatched priority by First Class Post 

Market leaders in mail order home computing, established 10 years, great web 
site and six amazing shops. 10% extra off games at http://special.reserve.co.uk. 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 50p. 0% PAY LATER (subject to status). 


CD ROM SOFTWARE 

(18) = Rated 18, state over 18 when you order 

3RD MILLENIUM.19.99 -10%* 

ACTUAGOLF2 .14.99-10%* 

ACTUA SOCCER 2 .14.99-10%* 

AGE OF EMPIRE .34.99 -10%* 

AIR WARRIOR 3 .27,99-10%* 

AMIGA EMULATOR 98 (UPDATED) .14.99 

APOLLO 18 32.99-10%* 

ARCHIMEDIAN DYNASTY .9.99 -10%* 

BALDERS GATE .31.99-10%* 

BATTLE ZONE .17.99 -10%* 

BATTLETECH: MECH COMMANDER 32.99 -10%* 

BIO FREAKS .26.99-10%* 

BLADE RUNNER .30.99 -10%* 

CAPITALISM PLUS .9.99 -10%* 

CARMAGEDDON2 .24.99-10%* 

CART PRECISION RACING .30.99-10%* 

CHAMPIONSHIP MGR 2 1997/98 .19.99 -10%* 

COLIN McRAE RALLY .24.99 -10%* 

COMMAND & CONQUER .16.99-10%* 

COMMAND & CONQ: RED ALERT .32.99 -10%* 

COMMAND & CONQ: TIBERIAN SUN .. .32.99 -10%* 
COMMANDO'S: BEHIND ENEMY LINES 29.99 -10%* 

CREATURES .9.99-10%* 

DANCE EJAY .23.99 

DARK EARTH.29.99 -10%* 

DARK OMEN .21.99-10%* 

DARK REIGN: FUTURE OF WAR .17.99-10%* 

DEATHTRAP DUNGEON .32.99-10%* 

DEER HUNTER .13.99-10%* 

DIABLO .22.99-10%* 

DIE HARD TRILOGY .14.99-10%* 

DUKENUKEM KILL-A-TON COLL. ...24.99-10%* 

DUNE 2000 29.99-10%* 

DUNGEON KEEPER .19.99 -10%* 

E/A CRICKET 97 .9.99-10%* 

EARTHWORM JIM 3D .30.99-10%* 

EASTERN FRONT DELUXE .19.99 -10%* 

EGYPT .19.99-10%* 

EXTREME ASSAULT .16.99-10%* 

F-16 AGGRESSOR .29.99-10%* 

FI RACING .32.99-10%* 

FIFA 98 - ROAD TO WORLD CUP.29.99 -10%* 

FIFA SOCCER MANAGER .12.99 -10%* 

FINAL FANTASY 7 .32.99-10%* 

FLESH FEAST .27.99 -10%* 

FLIGHT SIMULATOR 98 .44.99-10%* 

FOOTBALL FEVER .24.99-10%* 

FOOTBALL MASTERS ‘98 .16.99 -10%* 

FORBIDDEN CITY .30.99 -10%* 

FORMULA 1 97 .32.99 -10%* 

FORSAKEN .30.99-10%* 

G-POLICE .25.99-10%* 

GAME, NET & MATCH.22.99 -10%* 

GRAND PRIX LEGENDS .29.99 -10%* 

GRAND THEFT AUTO .32;99-10%* 

GREAT BATTLES OF ALEXANDER ...9.99 -10%* 

GREAT BATTLES OF CAESAR .25.99 -10%* 

HALF LIFE .28.99-10%* 

HEART OF DARKNESS .26.99-10%* 

HEAVY GEAR .17.99-10%* 

HEXEN2 .17.99-10%* 

iF22 RAPTOR .14.99-10%* 

INCOMING .32.99-10%* 

INCUBATION .9.99-10%* 

INT’L CRICKET CAPTAIN .24.99 -10%* 

INT’L RALLY CHAMPIONSHIP .24.99 -10%* 

JACK NICKLAUS 5 .20.99-10%* 

JAZZ JACK RABBIT 2 .19.99 -10%* 

JIMMY WHITE’S SNOOKER 2 .29.99 -10%* 

KRUSH KILL ‘N’ DESTROY .9.99 -10%* 

LULA - THE SEXY EMPIRE .21.99-10%* 


Ml TANK PLATOON 2 .32. 

MAGIC & MAYHEM .29. 

MEN IN BLACK .16. 

MIA .26. 

MICRO MACHINES V3 .20. 

MOTORHEAD .14, 

MS GOLF 98 .29, 

MS PLUS! 98 . 

MS WINDOWS 98 . 

MS WINDOWS 98 UPGRADE . 

NAM .22, 

NEED FOR SPEED 2 SPECIAL EDIT ...14, 
NEED FOR SPEED 3: HOT PURSUIT .. .34. 

NEWMAN HAAS RACING .34. 

NHL ICE HOCKEY 99 .32 

NUCLEAR STRIKE .14. 

ODDWORLDS: ABE’S ODDYSEE ...14. 

PGA TOUR PRO .21 

PINK PANTHER 2 17. 

POSTAL (RATED 18) .19. 

PRIVATEER 2 . 

QUAKE .9. 

QUAKE 2 29. 

QUAKE 2 MISSION PACK .18. 

RED BARON 2 29. 


99-10%* 
99-10%* 
,99-10%* 
,99 -10%* 
,99 -10%* 
,99 -10%* 
,99-10%* 

.38.99 

...134.99 

.74.99 

.99-10%* 
.99-10%* 
.99-10%* 
.99-10%* 
.99-10%* 
.99-10%* 
.99-10%* 
.99 -10%* 
.99 -10%* 
.99 -10%* 
.99 -10%* 
.99 -10%* 
.99 -10%* 
.99 -10%* 
.99-10%* 


We stock 1500 games and utilities. 
Call 01279 600204 or 10% off at 
http://special.reserve.co.uk 


ROCKY HORROR SHOW .28.' 

RPG ANTHOLOGY .24.1 

SCARS .32.! 

SCREAMER RALLY .17.1 

SCREAMER SPORTS CAR RACING ...24. 

SEMPER FI .24. 

SENSIBLE SOCCER 2000 26.1 

SENSIBLE SOCCER 98 17. 

SETTLERS 2 9. 

SETTLERS 3 .27. 

SEVEN KINGDOMS .27. 

SID MEIER’S GETTYSBURG .12. 

SIM SAFARI .20. 

SOCCER PRO MANAGER .28. 

SPACE HULK-V.O.T.B.A.10. 

STARCRAFT .31. 

STARSHIP TITANIC .32. 

STELLAR COMBAT: MISSION PACK ...4. 

SUPERBIKES WORLD CHAMP .29. 

SYNDICATE WARS.10. 

TELLURIAN DEFENCE .34. 

THE 5TH ELEMENT .32, 

THE GOLF PRO .18, 

TOCA TOURING CARS .22, 

TOMB RAIDER + SCREENSAVER ... 14, 

TOMB RAIDER 2 28, 

TOTAL AIR WAR .32, 

TOTAL ANNIHILATION .19, 

TOTAL ANNIHILATION DATA CD .19, 

TOTAL FOOTBALL MANAGEMENT ...12, 

TOTAL INSANITY 2 .24, 

ULTIMA COLLECTION .21, 

ULTIMATE SOCCER MANAGER 98 ...27. 

UNREAL .30. 

VERSAILLES 1685 .19. 

WARCRAFT2 .21 

WARCRAFT 2 DATA CD .14. 

WARLORDS 3 29. 

WETRIX.17. 

WORLD CUP 98 .19. 

WORMS 2 .19. 

X-COM - APOCALYPSE .18. 

X-COM INTERCEPTOR .31 

X-FILES: THE GAME .33. 


TOP PC PERIPHERALS 


PRICES 
INC VAT & 
CARRIAGE 


Diamond Supraexpress 56K Modems 
External ... • 69.99 Internal . 49.99 

Orchid Righteous 3D Graphics Accelerators 
4MB3Dfx ..89.99 12MB3DII ..219.99 
complete with four top enhanced 3D games 

Mustek ScanExpress Colour Flatbed Scanners 
9600 Dpi.... 99.99 4800 Dpi. 69.99 


- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

10 %* 

- 10 %* 

10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

10 %* 

- 10 %* 

10 %* 

- 10 %* 

10 %* 

- 10 %* 

■ 10 %* 

- 10 %* 

10 %* 

- 10 %* 

10 %* 

- 10 %* 

10 %* 

- 10 %* 

10 %* 

10 %* 

10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 

- 10 %* 



EVERYTHING DOWN 
PC UPGRADE SA1£ 

sox 

OFF PREVIOUS PRICE 
OF SOME ITEMS 

Pl£ME8 gCUmilAQF0BDETiUU 

PC CONTROLLERS 

GRAVIS GAMEPAD PRO ...22.99 
10 programmable buttons with 
built-in two player connector 
MS SIDEWINDER 
GAME PAD ...28.99 d 
8 programmable 
buttons, 8 way hat switch, 
trigger button, throttle wheel 
GRAVIS PRO ...15.99 
Built-in throttle control, 5 fire 
buttons, foam padded 

GRAVIS 

THUNDERBIRD 2 X, 

JOYSTICK ...22.99 
Includes FREE Apache Longbow game 
for CD ROM. Hat switch, T-grip throttle 
system with adjustable 
handle tension 



4 should 
LEDind 



SAITEK X6-32 JOYPAD .15.99 

Microswitched thumb control, 8 fire buttons, 
shoulder buttons, autofire & turbofire with 
indicators 

PC HARDWARE 

4 MB DIAMOND MONSTER INC VAT 

3Dfx + 4GAMES .89.99 

QUANTUM FIREBALL EL 5.1 GB, 9.5 MS 

SUPER HIGH SPEED U-DMA HARD DRIVE ...139.99 

LOTS MORE HARD DRIVES FROM .69.99 

CREATIVE LABS 24 SPEED CD ROM DRIVE ...39.99 
GOLDSTAR “MAX” 32 SPEED CD ROM DRIVE ...49.99 
HP SURESTORE 81001 (LATEST MODEL) 

(4 X WRITE, 24 x READ) CD RE-WRITER .294.99 

PACK OF 10 VERBATIM CD-R WITH CASES.17.99 

PACK OF 50 VERBATIM CD-R WITH CASES.69.99 

CREATIVE LABS 2X DVD & 20X CD ROM .99.99 

DXR-2 DVD MPEG-2 DECODER CARD .69.99 

123 KEY WINDOWS 95/8 COMPATIBLE 
PROGRAMMABLE KEYBOARD .22.99 


.14.9 


..34.99 

.54.99 


CREATIVE LABS CS120 SPEAKERS 3W , 
HAUPPAUGE WIN TV TUNER CARD 
WITH TELETEXT AND VIDEO CAPTURE . 

TRUST ISA / BNC NETWORK KIT FOR 2 PC’s 
TRUST PCI / UTP NETWORK KIT FOR 2 PC’s 

HEWLETT PACKARD DESKJET 670C .127.99 

INK CART BLACK FOR HP 690/670/660/600 .21.99 

INK CART COLOUR FOR HP 690/670/660/600 . . 22.99 

EPSON STYLUS 600 WITH SOFTWARE .157.99 

EPSON STYLUS 740 WITH SOFTWARE .239.99 

INK CART BLACK - EPSON 400/500/600 .17.99 

INK CART COLOUR - EPSON 400/600/800 .18.99 

50 SHEETS OF A4 PREMIUM GLOSSY PAPER ...31.99 


AMAZING RAM PRICES 

2x16 MBe 

2x32 MB 

ICES INCLUDE 

f HOW 
vLOWI 


or CAOC IVID EDO SIMMs 

T Prices include VAT & Carriag 




,Save £10 OR Mori 

ON OUR HUGE RANGE OF 
CONSOLES AND GAMES 


0 % 


Pay 9 Months Later 


with 10% deposit and no interest, subject to 
status. You can buy anything from our catalogue 
or shops this way, providing your total purchase 
is over £200. 0% APR if the balance is paid in full 
after 9 months or 29.8% APR 
extended loan. Special discounts 
do not apply. 


Special Reserve Big Club Shops 


All for £6.00 



Special Reserve Annual Membership Fee ' 

It’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1. Members receive 10 issues of our colour Club Magazine per year with over 2,000 
products, many at below trade price or under half price. There are Reviews, Features, Charts, 
Release Dates, Extra Savings and thousands of pounds worth of great prizes to be won. 

2. The incredible FREE Special Reserve Book of 3000+ Cheats (all formats) will be sent 
to you with your Family Membership Card and FI Fantasy Game FREE entry form 
(members only - £4000 worth of prizes). 

3. Choose any one of the FREE GIFTS below if you buy just one item at the same time as 
you join. These gifts are worth up to £40. You can extend your membership (£5.50) at any 
time to receive more of them. 

That’s why over 400,000 people have joined Special Reserve 
- The Biggest Games Club in the World 


Mail Order Madness 


■ Deduct an extra 10% off the price of games 
only if you place your order by post to the 

address below or by FAX on 01279 726842 or 
via internet at http;//special.reserve.co.uk . 

e.g. Deduct £2.80 off 
a £27.99 game. 

■ I ■■ (not to be used in conjunction 

■ I with other special discounts) 


Special Reserve 01279 600204 

All telephoned orders for games are despatched priority by First Class Post 
Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name, Address and Postcode_ 


Machine 


ENTER MEMBERSHIP NUMBER IF ANY 


We only supply members but you can order as you join (from 50p). 

There is no obligation to buy anything and you can be any age. '""""' ■- ' 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus 
the Special Reserve Book of 3000+ Cheats. AND choose a FREE GIFT 
from below if you buy any item at the same time as you join. 

Please enter membership fee if applicable and please remember to tick your choi ce of gift below 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p /One magazine. One order. No gift) 


item 


item 


item 


Deduct any 
“10% Mail Order 
Madness 
Discount as 
- described 
above* 


Please add 50p per game for UK First Class Post (£2.00 overseas) 


ALL PRICES INCLUDE UK 2ND POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


_CARD ISSUER_ 


SWITCH 
_(ISSUE NO_ 


Overseas orders must be paid by credit card. 
Overseas surcharge £2.00 per item 


The Maltings, Station Road, 

SAWBRIDGEWORTH, HERTS. 

Not far from the Ml 1, just around the corner from 
the train station. Tel: 01279 600399 


43 Broomfield Road, 

CHELMSFORD, ESSEX. 

Just around the corner from the 
bus station. Tel: 01245 348777 


164 Derby Road, 

STAPLEFORD, NOTTINGHAM. 

2 miles from junction 25 of the Ml, near Kwik Fit 
and Pizza Hut. Tel: 0115 949 1000 


All our shops have PC Upgrade and Repair Facilities. 
^^^^£10 for Fitting. £24 Fix or Configure 

i gSSig l IT’S EASY TO PARK 

SOME ITEMS CARRY A £1 SURCHARGE IN THE SHOPS 



209/213 St Mary's Lane, 

UPMINSTER, ESSEX. 

2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. Tel: 01708 225544 


168 High Street, 

EGHAM, SURREY. 

Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. Tel: 01784 473444 



Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 


Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


FREE MOUSE FOR PC 
2 buttoned mouse 
OR FREE COMPETITION 
PRO JOYPAD FOR PC 
4 fire buttons & turbofire 
OR FREE YEAR 2000 TEST 
CD FOR PC 

OR FREE 1 MB MEMORY 
CARD FOR NINTENDO 64 
OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 
through the controller 
OR FREE PREMIERE FOOTBALL. 

Full size, PVC coated football. Includes i mb mimor' 
adaptor. Design may vary 
OR FREE 1 MB MEMORY CARD 
FOR PLAYSTATION 
OR FREE 24 CAPACITY CD 
WALLET. Stores CD’s in individual 
compartments 

OR FREE NUGEN JOYPAD 
FOR PLAYSTATION 


351 Gloucester Road (A38), 

BRISTOL. 

1 ’/^ miles from the City Centre and just up 
from Kwik Save. Tel: 0117 924 5000 



GREAT WEB 
SITE 


http://world.gamelinks.com 


MASSIVE 

CONTENT 


OR FREE PERSONAL STEREO 
CASSETTE PLAYER + 

HEADPHONES 
OR FREE VIRTUA MEGAPET 

Eight electronic pets in one 
OR EIGHT GAMES FREE ON 

I PC CD ROM. Desert Strike, 

_ Team Suzuki, Actua Soccer semi- 

I final edition, Premier Managed 2, Jungle Strike, 

Toyota Celica GT Rally, Zool 2 & Normality Inc 

I demo. All games 8 FREE. 

Seven games free for PC CD ROM also available. 

.| Offers subject to stock availability. Overseas members add £2 postage 

Inevitably some products listed may not yet be available and prices may change - please phone. 

I SAVE = Saving off full recommended price. Sent to press 28/08/98 Errors & Ommisions Excluded. 
Inter-Mediates Ltd. T/A Special Reserve. The Maltings. Sawbridgeworth. Herts CM21 9PG. 








































































































































































































































©1998 SCi (Sales Curve Interactive) Ltd. Engine © 1997 Stainless Software Ltd. All rights reserved. SCi (Sales Curve Interactive) Ltd is a subsidiary of SCI Entertainment Group PLC. 

SCi, CarmageddonJI, Carpocalypse Now are trademarks of SCi (Sales Curve Interactive) Ltd. E&OE. Head Office: 11, Ivory House, Plantation Wharf, Battersea, London, SW11 3TN, UK. Tel: +44 (0)171 585 3308, Fax: +44(0)171 924 3419. 

www.sci.co.uk 














